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PREFACE 


This Game Book contains descriptions of more than four 
hundred games for the home, the school, the playground, 
and the church school. 

The directions are written in language that children them- 
selves can understand. To make them still clearer, many 
diagrams showing the positions of the players and silhouette 
drawings have been furnished by Miss Jessie Gillespie, a 
delightful illustrator of children. 

Since mere directions are sometimes uninspiring, the 
reasons why certain games give pleasure and help are often 
suggested. 

Most of these games may be played without buying 
any playthings. Homely materials are usually sufficient. 
Whatever is needed is plainly indicated. These games 
require almost no preparation. * 

The larger part of this book is about the old games, 
games that father and mother used to play, games that 
children have always played, games that parents like to 
have their children learn. No apology is needed for this. 
A game lives because it deserves to. The old games are 
usually the best games, and, as the toy-shop keeper said 
to a mother who complained because there were so few 
new playthings, “But, Madam, there are always new chil- 
dren.”’ 

Interesting stories are given of some of the old games. 
For games whose rules are constantly changing the reader 
is referred to Spalding’s official rule books. When games 
have come to us from distant lands and times the fact is 
stated, and there is a special index of Foreign Games. 

The best of the new games are also included. 

(v) 
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This book is graded. For general use, games for little 
children and for larger children are put separately. After 
the title of each game, the number is indicated of those 


who can play it most effectively in the home or on the. 


home playground. For school use, a more closely graded 
list of games is given in a special appendix. 

One chapter has games for two players, and another sug- 
gestions for amusing convalescent children. Singing games 
are many, and these are given with the traditional music. 

A special endeavor has been made to arrange the material 
so that it is easy to find. There are separate lists of active 
games and of quiet games. If one knows the ages of the 
children, all one has to do is to turn to the games suited to 
those ages, which are in alphabetical order. Included in 
the general index are nearly twenty sub-indexes, classifying 
the games according to implements, sexes, occasions, and 
character of action. 

For simplicity and convenience of reference, games that 
are only variations of each other are grouped together, the 
form that is supposed to be original placed first, and con- 
siderable effort has been made to find and record the vari- 
ous names that have been given in different localities to the 
same game. 

Where another name follows the title of a game, connected 
by the word ‘‘or,” it is simply another title sometimes given 
to the game. Names printed beneath the title of a game 
are variations of that game, which are described below. 
Since it would be impossible to describe every possible vari- 
ation to which the old games have been subject, the endeavor 
has been to give the best, which is usually the simplest, 
method of play. The experience of the writers and of many 
wise play leaders has been drawn upon for this purpose. 
Doctor Forbush’s viewpoint is that of a parent and social 
worker; Mr. Allen’s is that of a teacher of play. One of 
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_ Mr. Allen’s tasks has been that of elimination. A number 
of rather well-known traditional games have been omitted, 
because, in his experience in school and public playground, 
they have been found either dangerous or uninteresting. 

The curriculum of games for school use suggested under 
the caption, “Games Every Child Should Know,” is based 
upon one prepared by Mr. Walter E. Short, supervisor of 
physical training in the public schools of Trenton, and used 

_ by Trenton teachers. The schedule of Gymnastic Games 
which follows is the one that Mr. Allen uses in his own classes 
for teachers, and is a good curriculum of games for adults 
or juniors. Alternations of lively and quiet games, drawn 
from actual programs that have been successful, are listed 
in a section entitled “Party Programs.” 

The attention of fathers and mothers is called to the short 
chapter that has been written for them, in which the value 
of play is explained, and in which some practical sugges- 
tions are given for guiding the play of €hildren. A similar 
chapter for teachers has been written by Mr. Allen. The 
chapter for teachers of religion, which, of course, will also 
interest parents and school-teachers, shows how games are 
useful in character-making, and this is supplemented by an 
index of the qualities and traits of character that may be 
encouraged through the games that are listed. This feature 
will be particularly useful to leaders of Church Vacation 
and Midweek Bible Schools. 

The book is made to last. As long as children are children 
they will play, and as long as children play, a collection like 
this will be as indispensable in every home and school as 
Mother Goose and Hans Andersen. 

Wiiu1am Byron ForsBush 
Harry R. ALLEN 
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In that early childish day 

I was never tired to play 

Games that children every one 

Love until twelve years are done. 

. . . And time so passed, 

I was more eager at the last 

Than at the outset, and I thought it shame 

When I was made to stop my game. . 

Thus I did the time employ— 

So may Heaven give me joy— 

That all things tended to my pleasure, 

Both my labor and my leisure. . . 

I had a heart content and gay, 

And a soul more free and light 

Than my verse may well recite. 
—Froissart, 1337 
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I. ACTIVE GAMES FOR LITTLE CHILDREN 


ADVANCING STATUES, or Statues, or Step, or 
Red Light 
Any number of players 

The room or ground is marked off by two parallel lines 
from twenty to one hundred feet apart. One player, who 
is chosen to be captain, stands on one of these lines with his 
back to the other players, who line up on the opposite line. 

The object of the game is for the players who are lined 
up on the rear line to walk forward until they cross the 
line where the captain stands. The one who does this 
first wins the game, and becomes the next captain. 

The game starts by the captain counting from one to 
ten loudly and rapidly. The other players may step for- 
ward while he is counting, but as soon as he says ‘‘ten”’ they 
must stand still, and he at once turns to look at them. If 
he sees anyone moving, that one must go back to the start- 
ing line and begin over again. If you run too fast you are 
likely to lose your balance, and the captain will see you 
moving. 

This game will help you to be quick, but also to be care- 
ful. You may reach the goal sooner if you move carefully. 

The game is sometimes called Statues. While the one 
who is “It” has his back to the players he says: 

Three times three are nine. 
All who move are mine. 
He then taps on the floor with a cane, but may stop sud- 
denly and turn around. While he is tapping the players 
may move toward the goal, but when he stops tapping they 
(1) 
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must stand still. The first player who succeeds in leaving 
the goal becomes “It” next time. 

Red Light is like Statues. The player who is “It” turns 
his back to the others, and loudly counts ten. Then he 
shouts, ‘‘No moving; no talking; no laughing; red light!” 
While he has been counting, the other players have been 
running away from him. As soon as he stops counting, 
each one must stop moving. If, as he turns around, he 
sees anyone moving, he chases him, and if he can tag him, 
that one becomes “‘It’’ in his turn. If he catches no one 
moving, he counts again. 


Animal Blind Man’s Buff. See p. 7. 
Animal Chase. See p. 4. 


ANKLE RACE 
2 or more players 
Each player puts his hands on his ankles and ‘‘runs” 
from the starting line to the goal and back. 
This may be used as a relay race. It is a valuable part 
of any ‘‘daily dozen.’’ 


Apple Race. See p. 112. 
Automobile Tag. See p. 35. 
Baby in the Hat. See p. 11. 
Back-to-Back Tag. See p. 34. 
Bag Blind Man’s Buff. See p. 8. 
Ball Puss. See p. 28. 

Ball Stand. See p. 10. 


¥ BALL TAG 


} } 
‘ * Any number of players over 6 
This is played with a rubber ball or a bean bag. 
One player, who is “It,” throws the ball at any other 
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player. The other player may dodge. If he hits him, the 
one hit takes his place. If he fails, the first one who picks | 
up the ball throws it to “It” and “It” tries to hit someone 
else. The object is to get out of being “It” as soon as 
possible. 2 

This is a game that keeps everyone “‘on his toes.” 


BIRD CATCHER 
Any number of players over 18 
Animal Chase 

Mark off at opposite corners on one side of the play- 
ground, by drawing two quarter circles on the ground, a 
“nest” and a “cage.” One child is chosen to be the 
“mother bird,” and stands in the “nest.” Hither one 
child or two children are chosen to be the ‘‘bird catchers,”’ 
who stand at the start in the “cage.”” Each group of chil- 
dren is given the name of some bird. For*éxample, if there 
are sixteen children, four might be ‘“‘robins,” four “blue- 
birds,” etc. All the “birds” go to the end of the play- 
ground farthest from the ‘‘nest,” which is called the 
“forest.” When the ‘mother bird” calls out, ‘Robins 
fly!” all the children having that name run from the 
“forest,” and try to get into the ‘‘nest.” The “bird 
catchers,” who now are standing in the middle of the play- 
ground, try to tag them while they are running, and the 
“birds” dodge to get by. Any child who is tagged must 
go to the “cage.” 

After all the players have run, the “mother bird” and 
the “catcher” join both hands high and make a gate 
through which the birds “‘fly” out of the ‘‘cage.”” ‘They 
count them as they fly, one at a time. The same is done 
for the “nest.” If the “mother bird” has the larger 
number of “‘birds” in the “‘nest,’”’ she wins, and vice versa. 
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Suggestions: It may be well to have two catchers until the 
children learn the art of dodging. When counting the chil- 
dren, it is well to lower hands as each passes through. This 
makes them pass slowly enough to be easily counted. En- 


PORES. 


courage the children to run lightly by reminding them that 


they are birds, and birds fly and do not run with noisy feet. . 


Most exciting for everyone every minute. 

In Animal Chase, two corners are marked off in the room 
or on the playground. These are called “pens.” One 
player who is called the chaser stands on the outside near 
one of these pens. All the other players stand in the pen 
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_ nearest him. ‘These players are named “bears,’’ “foxes,” 
“deer,” “rabbits,” ete. The chaser calls the name of any 
group of animals he wishes. If he calls ‘‘Bears!’’ all the 
‘“‘bears” run to the opposite pen. Those who are caught 
help the chaser to catch the others the next time.” 
See also Pom Pom Pullaway, page 156. 


BLIND MAN’S BUFF Z 


10 or more players 
Guess 
Still Pond 
Spooning 
Steps, or Twenty Steps 
Who Is Knocking at My Door? or Good,Morning Game 
Animal Blind Man’s Buff 
French Blind Man’s Buff 
Bag Blind Man’s Buff 

Material needed: Something to blindfold the eyes. 

The indiscriminate use of handkerchiefsn blindfolding is 
objectionable. Unless the leader is sure, that each child is 
provided with his own it is better to make a blindfold out 
of paper napkins. 

One player is chosen to be blindfolded, and stands in the 
center. The other players join hands and move around. 
him until the ‘‘blind man” claps his hands three times. 
At once the circle stops moving and the ‘‘blind man” points 
toward some player in the circle. This player must at 
once step into the circle, and the “blind man’’ tries to 
catch him. If he touches him he must guess who it is. If 
he guesses correctly, they change places. If not, or if the 
“blind man” has pointed to an empty space, the circle 
keeps on moving, and the game is played again. ‘The 
player who is chased of course tries, by stepping lightly and 
dodging around, to make it hard for the “blind man” to 


catch him, 
2 
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Guess is played, singing to the tune of Pop Goes the 
Weasel, p. 79 (Victor Record 17160). The words are: 
Joe is a mole, and can’t see me, 
His home is under the tree, 
~ He has no eyes, and he can’t see, 
I don’t think he can guess me. 


The circle moves to the left singing the song. When the 
song is ended, the player who has been blindfolded steps up 
to a child and tries to guess who he is by feeling his face, 
hair, and shoulders. If he guesses right he takes off the 
blinder and goes back to the circle, while the one whom he 
has guessed is blindfolded. If the child who is being guessed 
makes any sounds that help to tell who he is, this does not 
count, and the game is played again. If the blindfolded 
person does not guess right in three guesses, the children 
sing and move about again, and the one who has been blind- 
folded must guess another child. 

Still Pond is a variety of Blind Man’s Buff. The child 
who is ‘‘It”’ counts up to ten, and then says, ‘‘Still pond, 
no more moving.” ‘Then all must keep their places. The 
catcher now goes around and guesses by his touch the name 
of the one whom he has caught. If he can do this, that one 
takes his place. 

Spooning is another kind of Blind Man’s Buff. All but 
one of the players stand in a circle. The odd player is 
blindfolded and stands in the center. He holds two silver 
tablespoons. The players in the circle clasp hands and 
move around until the. blindfolded player clicks the spoons 
together, then they must stand still. He now goes up to 
anyone in the circle, and by feeling over the face and hands 
with the bowls of the spoons tries to find out who the player 
is. He must not touch the shoulders or neck. The player 
may stoop down, so that the blindfolded one cannot guess 
his height, but he must not dodge the touch of the spoons. 
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3 tt the blindfolded player guesses the one whom he couehen 
€ they exchange places; if not, the play is repeated. 
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Steps, or Twenty Steps. The children walk away from 


_ the “blind man,” counting their steps, long or short as they 
_ choose, until they stop. Twenty steps is the limit. The 
“blind man” is then told how many steps it will take him 


_ to reach one of the players who is named, which may be 
silently shown by this player holding up his fingers to show © 


how many. Some other player, of course, tells the “blind 
” the number of steps. The ‘‘blind man” has to guess 
the direction toward that player. If the “‘blind man” 
touches the right player that one becomes ‘‘blind man.” 
If he touches the wrong one, he must try again. 
“Who Is Knocking at My Door? or Good Morning Game. 
There is no chasing. One player blinds his eyes. Another 
calls his name, saying, “Good morning, Frank.’ The 
blinder at once answers by saying, ° ‘Gogd morning, Mary,” 
or whoever he thinks the child is. He’ ‘has three guesses. 
The third time that he fails the circle mbves around again, 
and he must point to another child, and guess who he is. 
Animal Blind Man’s Buff. One player is blindfolded and 
stands in the center of the circle with a cane or stick in his 
hand. The other players march or dance around him in a 
circle, until he taps three times on the floor with his stick. 
Then they all stand still, and he points at one of them with 
his stick. ‘The one to whom he points must take hold of 
the other end of the stick. The ‘‘blind man” then asks 
him to make a noise like a dog, a cat, or some other animal. 
From the noise that the player makes the “blind man” 
tries to guess who he is. If he does this, they exchange 
places; if not, the game goes on with the same “blind man.” 
French Blind Man’s Buff. Nobody is blinded. -The eyes 
of the one who is “It” are not covered, but his hands are 
tied behind his back. He must tag one of the other players 
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who stands inside the circle, which he can do only by backing 
on to him. 

Bag Blind Man’s Buff. The children stand in a circle. 
One player, carrying a large, stout paper bag, such as a 
“carryall bag” sold at the chain groceries, walks around 
the outside of the circle. Suddenly he claps the bag down 
over the head of some player. As soon as he does this, all 
the rest of the players take three long steps in any direction 
they choose. The “blind man” at once shouts, ‘‘One, two, 
three, halt!” At the word “halt”? everyone must stand 
still. He walks about and touches someone. He asks 
this person three questions to find out who this is, which 
the other must promptly answer. If he guesses correctly, 
the bag is drawn down over the other one’s head, and he 
becomes the “‘blind man.” If not, again he cries out, 
“One, two, three, halt!” and all the players take three 
more steps, and he must guess again. 

Blind Man’s Buff is one of the oldest games that has been 
played by children, and it is played in almost all countries. 
It was known to the little children of Greece two thousand 
years ago. The name they gave it was The Brazen Fly. 
After the eyes of the child in the middle were blindfolded, 
he used to say, ‘‘I will hunt the brazen fly.” The other 
children would answer, ‘‘You will hunt him, but you will 
not catch him.” Then they would strike the hunter with 
small thongs of papyrus or leather until he had caught one 
of them. The name Brazen Fly was given because the 
brightly dressed ‘‘blind man” had to leap about in a zig- 
zag fashion when he was chasing, like some bright-colored 
insect. 

The Roman children seventeen hundred years ago called 
it Muinda. German children call it Blind Cow and Spanish 
children, Blind Hen. English children have called it Hood- 
man Blind, because they used a hood to cover the “blind 
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man’s” eyes. Sometimes American children imitate this 
by putting a boy’s cap on hindside before. 

The word “buff” is said to be from the buffet or slap 
that, in certain varieties of the game, the players may give 
the “blind man.” z 


BROOM RACE 
2 to 10 players 


Each player mounts a broom, and all race from a starting 
line to the goal. 

This may be conducted asa relay race. (See Relay Races, 
p. 163.) Equal teams are chosen. Each team lines up in 
Indian file at an equal distance from the goal. The forward 
player on each team rides a broom to the goal, runs back, 
gives the “‘horse”’ to the second player on his team, and goes 
to the rear of his file, and so on until all have made a run. 
The team of which the last player finishes the race first wins. 


Burley Whush. See p. 10. 


CALL BALL, or Quick Ball 
Any number of players over 4 


Calling Numbers, or Calling Animals 

Ball Stand, or Burley Whush 

Baby in the Hat, or Hat Ball, or Nigger Babies, or Pitch Cap 

The children are standing in front of a blank wall of the 

house or of a garage door. One child bounces a rubber ball 
against the wall, and at the same time quickly speaks some 
child’s name. ‘That child must try to catch the ball. If 
he succeeds, he becomes the thrower of the ball. If he 
misses it, the leader calls the name of another child. If 
that one catches it, he takes the leader’s place. 
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The English poet, Robert Herrick, born in 1591, used to 


play this game. He wrote a pretty verse, in which he sang: 


“T eall, I call, ‘Who do ye call?’ 

The maids to catch this cowslip ball. 

But since these cowslips fading be, 

Troth, leave the flowers, and, maids, take me.” 


A game like this is played by the little bush children of 
South Africa. 

Calling Numbers is played much like Call Ball. Each 
child has a number. The leader may toss the rubber ball 
into the air or bounce it against the wall. As he does so 
he calls a number. The child whose number is called must 
try to catch the ball as it bounces. 

Each player must be alert to hear his own name or number 
called and skilful to catch the ball. Try hard, and you can 
be leader. 

Ball Stand, or Burley Whush. As the player throws the 
ball upon a porch roof he calls the name of some other 
player. That player tries to catch it as it bounds or rolls 
down. While he is trying to do so, all the other players 
run as far away from him as possible. If he catches it, 
they all come back, and he calls the name of another player 
whose turn it becomes to catch the ball. If he does not 
catch it, he calls out, “Stand!” The others must then 
stand wherever they are, and he turns about and throws 
the ball at one of the players. If he hits one, that one takes 
his place. If he catches the ball but fails to hit anyone, he 
is out of the game, and he may choose another player to act 
as thrower in his place. Then all come back to the wall, 
and the new thrower throws the ball upon the roof, as at 
the beginning. 

Whenever the players scatter, they may stand behind a 
bush or a tree, or anything else, but if they do so, they 
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must hold out their hands, and give the one who throws the 
ball some chance to hit them. 

See also the description of Haley-Over (p. 142), where the 
ball is thrown over the roof. xe ; 

Baby in the Hat (also called Hat Ball, or Nigger Babies, 
or Pitch Cap). The players put their caps in a straight or 
curved row on the ground, each one standing near his cap. 
One of the players has a soft ball. After making a number 
of deceptive darts and passes he drops or tosses the ball into 
one of the caps. As soon as he does this all the players, 
except the one into whose cap the ball has been dropped, 
run away in different directions. The owner of the cap 
into which the ball has fallen grabs up the ball and throws 
it as quickly as he can at one of the fleeing players. If he 
hits anyone he also runs. The player who was hit by the 
ball gets the ball as soon as possible and, in turn, from where 
he picks it up, throws it at another player. If he does not 
hit anybody he gets a “‘nigger baby”’ ; that is, a pebble or 
a piece of coal is put in his hat. Another of the players 
meanwhile has recovered the ball, and another round of the 
game begins. 

After an agreed number of “nigger babies’”’ have been 
distributed—usually as many as there are players—the 
second half of the game, “‘the forfeits,” begins. The first 
player who got a ‘“‘nigger baby” steps up to a wall, facing it, 
and ducks his head. The rest line up ten or fifteen steps 
from the wall. One after another, the others, from the line, 
throw the soft ball at this player. They may each throw as 
many times as he had pebbles in his cap. Then the next 
victim steps to the wall, until all who had “nigger babies”’ 
have been targets. 

A lively and sociable game. 


Calling Numbers. See p. 10. 
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CAT AND MICE 


Any number of players over 4 

The chairs are put in as large a circle as possible and there 
is a table set in the middle of the room. One player is 
chosen to be a ‘‘cat”’ and hides under the table. 

After the ‘‘cat”’ is hidden, two or three other children are 
chosen to creep quietly up to the table and scratch on it 
with their fingers, as if they were mice. Soon the child 
under the table cries out, ‘‘I am going to catch you,” and 
then the ‘“‘cat”’ scrambles out from under the table and 
chases the ‘‘mice,’’ who can save themselves only by getting 
back to their “holes” or chairs. 

Tf a ‘“‘mouse” be caught, then the “‘cat”’ changes places 
with him for the next round of the game. If no ‘“‘mouse”’ be 
caught, the same “‘cat”” must get under the table again 
until he has caught a “mouse.” <A different set of ‘‘mice” 
is chosen each time, so that all the children get a chance 
to join in the game. 

This game makes us all alert and gives a jolly chance to 
run. 


CAT AND RAT, or Sheepfold, or Sheep and Wolf 


Any number of players over 10 

Cat and Rat is primarily a tag game, although it has 
dramatic form. 

The children join hands. One child chosen to be the 
“‘rat’’ stands in the center of the circle, and another child 
chosen to be the “‘cat’’ stands outside the circle. The 
circle moves to the left. At a signal, they stand and the 
“cat’”’ says, ‘I’m the cat’’; the ‘‘rat” says, “I’m the rat”’; 
the ‘‘cat” says, “‘I will catch you”; the “rat” says, ‘“‘If 
you can.” The children in the circle raise arms and the 
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“eat” tries to catch the “‘rat,”’ who runs in and out under 
_ the arms and up and down the room. 
When the “‘cat”’ catches the ‘‘rat,” both return to the 
ee and two other players are chosen to be the.{‘cat”’ and 

“rat” and the game continues. If the “‘cat’’ does not catch 
the “rat” quickly, it is well for the leader to call ‘‘Time”’ 
and choose two new players. This gives more children a 
chance to play and keeps no child running for too long a 
time. 

Suggestions: Protect sharp corners. 

When the children have learned to play the game well 
the “rat”’ may choose the new ‘‘rat”’ and the ‘‘cat’’ may 
choose the new ‘“‘cat.” In doing this it is well always to 
let a boy choose a girl and a girl choose a boy, as this gives 
boys and girls an equal chance to play. 

Each player must tell the child chosen whether he is the 

“eat” or the ‘‘rat,”’ or he will not knayy,, whether to step 
inside the circle or outside. 

If played indoors the arms should be raised as players 
run in and out of circle, so that no child avill bump his head 
while running under the arms. 


Catch Me. See p. 16. 


CHARIOT RACE 
Any number of players over 6, in threes 


The children are arranged in groups of three. Two 
players with joined hands are the “horses” of the team, 
and the third is the “‘driver of the chariot.”” The ‘‘driver”’ 
drives his ‘horses’ by means of reins of colored streamers or 
of rope. The teams race along a straight course between 
two goals not more than twenty-five or thirty yards apart. 

Some of you have seen the play Ben Hur or Quo Vadis. 
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In this game you can make believe that you are a Roman 
charioteer. 3 


CHARLEY OVER THE WATER 
10 or more players 

One player is chosen to be “Charley,” and if there are 
more than twenty players there should be two or more 
“Charleys,” to make the game faster. Charley” stands 
in the center; the other players join hands in a circle around 
him and dance around, saying or singing: 

Charley over the water, 
Charley over the sea, 
Charley catch a blackbird, 
Can’t catch me. 

As soon as they end this chant, all the players stoop, and 
“Charley” tries to tag them before they can get down. 
If he should succeed, the player he first tags changes places 
with him. See also Squat Tag p. 34. 

This game develops alertness. ‘Charley over the water” 
was originally Bonny Prince Charlie, the gay hero, who 
tried to be king of Scotland. The real Charlie did no 
chasing. Most of the time he was being chased, but he 
was not caught. 


Circle Ball. See p. 38. 


CIRCLE STRIDE BALL 
Any number of players over 10 

Material required: A soft ball. 

All the players but one stand in a circle with their feet 
wide apart, touching the feet of their neighbors. The one 
who stands in the center holds a soft ball, a football or a 
basket ball, and tries to get it outside the ring by throwing 
it between the feet of some player. The circle players try 
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_ to stop this with their hands, but must not move their feet 


4 


in doing so. If anyone does move his feet he must go into 


the center, in place of the center player. 

Whenever the center player gets the ball outside the 
circle he goes outside. The players in the circle then face 
outward, and he tries to send the ball back into the circle. 

Come Along. See p. 16. 
Come With Me. See p. 16. 
Cross Tag. See p. 35. 
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CROSSING THE BROOK 
Any number of players 

Two lines are marked off two feet apart, to represent the 
“brook.” Each child runs and tries to jump across the 
“brook.”” If he can do this, he turns around and makes 
a standing jump back. Anyone who, fails to make both 
jumps is out. Wider places in the “Brook”? are marked 
for those who have been successful, and the one wins who 
makes the longest jump both ways. ~ 

This game may be varied by making a still wider “‘brook,” 
and marking places with old magazines or marks on the 
ground, which represent “stones.” The players jump 
from one stone to another in crossing the “‘brook.” <A two- 
by-four board may be used as a “‘bridge,”’ which the players 
must walk along without stepping into the water. 

When playing this second way, there is more fun if the 
children jump to music or to the clapping of hands by the 
leader. Whenever the music stops those children who are 
still in midstream are caught, and are out of the game. 

A good jumping game, with the added fun_of playing 
that you are crossing a real brook. 

Do This, Do That. See p. 18. 
The Dog and the Hare. See p. 21. 
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DROP THE HANDKERCHIEF 


10 or more players 

The Little Dog 

I Sent a Letter to My Love 

Itiskit, Itasket 

Slap Jack, or Come With Me, or Come Along, or Skipaway, or Catch Me 

High Window 

Have You Seen My Sheep? . 

Material required: A handkerchief or a bean bag. 

All the players except the one who is “It,” stand in a 
circle. The one who is “It” runs around on the outside of 
the circle, carrying a handkerchief, which he quietly drops 
behind one of the players in the circle. Nobody must look 
behind him until after “‘It’’ has passed. As soon as any 
player in the circle notices that the handkerchief has been 
dropped behind him, he must pick it up and run around the 
circle in the same direction as the player who dropped it, 
trying to catch him before he reaches the place that is left 
empty in the circle. If ‘‘It” is caught he must be “It” 
over again; if not, the other player becomes “It” and the 
game is played again. 

A bean bag may be used instead of a handkerchief. 

This is one of the oldest and most popular games, and is 
played in Japan and China and Russia as well as in America. 

The Little Dog. The one who runs around the outside 
carries a knotted handkerchief, and chants, “I have a little 
dog, and he won’t bite you.” As he keeps saying this, 
he touches each player in turn with the handkerchief, but 
when he shouts, ‘But he will bite you,” the player who is 
touched as he says this runs after him. 

A similar game with singing is called I Sent a Letter to 
My Love (see p. 53). Another is Itiskit, Itasket. See p. 54. 

Played without the handkerchief, it is known as Slap 
Jack, or Come With Me, or Come Along, or Skipaway, or 
Catch Me. The children stand in a circle. The one who 
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is “It’’ runs around the outside of the circle, and touches 
someone on the back, saying, ‘Come with me!” The two 
then run in opposite directions around the outside of the 
circle. When they meet they take hold of hands, swing 
once around, and then race for the vacant place. The one 
who gets left becomes ‘‘It.” 

This game played in couples is called Slap Jack in Couples. 

High Window is played without a handkerchief. All of 
the players but one join hands in a circle. The odd player 
remains inside the circle. Passing around, he tags one of 
the players in the circle. Then they both run around the 
outside, the vacant place being left open. The one who 
was tagged tries to tag the center player before he gets 
around the circle three times. If he does not, the players 
call “High Window!”’ and raise their clasped hands to let 
both of the players inside. If the one who is being chased 
enters the circle without being taggedy,he takes his place 
with the other players, and the game, keeps on with the 
chaser on the outside. . 

Have You Seen My Sheep? All the players form a 
circle. One plays ‘‘shepherd,”’ another is a “sheep.’’? The 
“sheep” asks, “How is he dressed?” The “shepherd” 
then tells him something of the dress of one of the players 
in the circle, such as “He wears a blue coat and low shoes.” 
The “sheep” tries to guess who is being described. If he 
guesses correctly the “shepherd” says “Yes,”’ and the 
“sheep” chases that one. Both must run on the outside 
of the circle. If the ‘‘sheep” catches the runner before the 
runner has gotten back to his place, the “sheep’’ now 
becomes “shepherd’’; if he does not, the runner becomes 
“shepherd.” The “shepherd’’ does not run. 

Eenie, Weenie, Coxie, Wamie. See p. 35. 
The Farmer Is Coming. See p. 20. 
Fast Runners. See p. 26. 
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FLOWERS AND THE WIND 
Any number of players over 4 

The players are divided into two equal parties, each party 
having a home marked off at opposite ends of the play- 
ground, with a long space between. One party decides 
among themselves which “flower” they shall be, as daisies, 
lilies, lilacs, ete. ‘They then walk over near the home line 
of the opposite party. The opposite players (who are the 
“‘wind’’) stand, ready to run, in a row on their line, and 
guess what the flower chosen by the other side may be. 
As soon as the right flower is named, the entire party own- 
ing it must turn and run home, the “wind” chasing only 
them. Any players caught by the ‘‘wind”’ before reaching 
home become his prisoners and join him. The rest of the 
“flowers” play with the ‘‘wind”’ again, taking a different 
name each time. This keeps on until all the “flowers” 
have been caught. 

A combination of guessing and running. 


FOLLOW THE LEADER 


More than 6 players 
Do This, Do That 
Obstacle Race 

All the children form a single line behind the leader. 
They must try to do everything he does. He may jump, 
touch things that are high up, walk backwards, or walk 
along the top of a narrow board, ete. Anyone who fails is 
a3 out. ”) 

The variation of this game is called Do This, Do That. 
The children stand in a circle, and the leader is in the center. 
Whenever he says, “Do this,”’ they must imitate any posi- 
tion he takes or anything he does. If he says, “Do that,” 
and takes a position or makes a motion, anyone who imi- 
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: tates him is out. The object is to see how long you can 
_ stay in the game. 
Obstacle Race. Various articles are placed in line, as 
a sawhorse to vault, a ladder to climb, an empty barrel 
to crawl through, a fence to scale, etc. At a signal, all the 
players start at a distance and run to conquer these in turn. 
_ 'The first who does all this wins. 
Four Corners. See p. 29. 
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FOX AND CHICKENS, or Wolf, or Hen and Chickens, 
or The Shepherdess and the Wolf 
Boys: 6 or more players 

Fox and Chickens is a running and tagging game suited to 
the imaginative period of childhood. It is well adapted 
to a small number of children; ie., six to eight in 
number between the ages of seven to ten years. It can be 
played by older children for a short ‘tithe and makes a 
strenuous, vigorous game. 

Organization: If there are many Gee divide them 
into ranks of sevens; six, representing the ‘‘chickens,”’ stand 
behind one another, holding fast to each other’s waist, the 
one in front (“mother chicken”) with outspread arms 
(““wings’’) shows off the seventh child (‘‘fox’’), who tries 
to tag the last one in the file. When the last one is tagged, 
the one in front becomes “fox” and the former “fox” 
takes his place at the end of the file. 

Rules: The arms of ‘‘mother chicken’? must be kept 
straight, though they may be raised or lowered. 

Wolf, as played by Chinese and Japanese boys thirteen 
years old and under, is quite exciting. A dozen or more 
boys form in line, each fellow with his hands on the shoulders 
of the boy in front of him. One of the fellows is the “wolf.” 
The boy at the head of the line is the “head of the serpent,” 
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and the last is the “tail.” The “wolf” stands near the 
“head of the serpent” until the signal is given. Then he tries 
to catch the “tail” without touching any other part of the 
snake. The boys who form the body of the serpent protect 
the “tail”? by wreathing about in all sorts of twists, to pre- 
vent the “wolf” from catching the “tail.” This must be 
done without breaking the line. When the “tail” is caught, 
the “wolf”? becomes the ‘‘head” and the “‘tail’’ becomes 
the “wolf.” The last boy in line is now the “tail.” 

The game can be continued until every boy has been the 
ce wolf. 9 

American children play a game like this, but call it The 
Shepherdess and the Wolf. The one who heads the line 
is called the ‘‘shepherdess,”’ and tries to protect the others 
behind her. 


French Blind Man’s Buff. See p. 7. 


FROG IN THE SEA (or Middle, or Puddle), or The 
Farmer Is Coming, or Teasing the Cat 


More than 10 players 

Rabbit in the Hollow 

Puss in the Circle 

Tortoise Game 

The Dog and the Hare 

Leopard, or Stone 

One player is chosen to be the ‘‘frog” and sits in the 

middle of the floor with his feet crossed in tailor-fashion. 
Where there are many players it is better to have two 
‘“‘frogs.”” The other players stand in a circle around the 
“frog,’’ saying, ‘Frog in the sea can’t catch me.” They 
dance forward toward the “‘frog,’”’ teasing him and trying 
to keep from being tagged by him. If he tags one, he 
changes places with the player, who takes his place as 
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“frog.” The “frog” is not permitted at any time to move 
_ from his position in the middle of the floor. 
_ With music this is called Rabbit in the Hollow (see p- 80). 

Puss in the Circle is very much the same game, except 
that “puss,” instead of sitting, stands in the center of a 
circle marked on the floor. The others stand in a ring 
outside this circle. The other players may be tagged by 
“puss” whenever they have a foot inside the circle. They 
will give him a chance to do this by stepping in and out of 
the circle, teasing “puss” in\every possible way to tag 
them. Anyone whom “puss” touches becomes another 
“puss,” and joins the first “puss” in the circle, to help 
tag the others. The last one tagged wins the game. 

This is like a game that was played by the Greek children 
over seventeen hundred years ago, which they called The 
Tortoise Game. One player stood in the middle of a circle, 
and was called the “tortoise.” The, rest stood around, 
asking, “Old torty-tortoise, what are you doing in the ring?” 
The “tortoise” answered, “I am twining wool and spinning 
fine thread.” The others asked, “Tell us, how did your 
little boy die?’ He answered, ‘‘He plunged into the ocean 
from the backs ‘of white horses.” At the word “horses,” 
probably the “tortoise” at once dived into the “ocean”; 
that is, into the ring, to catch whom he could. 

A Danish game like this is called The Dog and the Hare. 
The children stand in a circle with their hands joined. The 
“hare”’ is in the center, supposed to be asleep, with his hands 
raised either side of his head, for ears. The ‘‘dog”’ is out- 
side. The circle marches around, while the “hare” drops 
on all fours and hops about, inside. After a little, the 
circle moves faster, with a skip or gallop. The ‘‘hare”’ sits 
up and waves his ears and listens. When the circle stops 
the “dog” runs after the ‘“‘hare,’’ who tries to escape him. 
The “dog” tries to break through under the joined hands, 
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but the circle tries to protect the “hare”? by crowding 
together. They must not drop on their knees or sit down. 
After the “hare” has been caught he becomes the “dog,” 
and chooses a “‘hare’’ to take his place. 

Leopard (or, inappropriately, Stone). The child who is 
sitting in the middle is called a “leopard,” instead of a 
“frog.” The children who are chased are safe only when 
they run past a goal at the end of the playground. Who- 
ever is caught by the “leopard” becomes another “‘leopard,”’ 
and must help to chase the rest. 


Fruit Basket. See p. 29. 


GIANT’S CAVE 
6 to 20 players 
The “giant” has a cave behind a bush or a tree. The 
other children’s homes are marked out on the ground. The 
children are at home, with their ‘‘mother”’ in front of them. 
The “giant” is hiding in his ‘‘cave.’”’ The children say, 
“Mother, may we go out to play?” The “mother” answers, 
“Yes, but don’t go near the giant’s cave!” The children 
run out to play until the ‘‘mother”’ calls, “Children, come 
home, or the giant will catch you!” Then they run home, 
while the “giant’’ chases them. Those who are caught 
become “‘giants,’’ and hide in different ‘‘caves.”’ 
The ‘“‘giant’’ should come on growling and the “children” 
may shriek in ‘terror’ as he chases them. Most thrilling. 
Good Morning Game. See p. 7. 
Guess. See p. 6. 


GUESS WHO 
6 to 10 players 


A simple throwing game to develop accuracy, alertness, and 
judgment. Adapted to a small group of younger children. 
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An inflated seven-inch rubber ball, a light dodge ball, or 


a volley ball, is used. 


One player is selected to stand with his Banke to the others, 
who stand in a line, fifteen feet away. The players pass the 
ball along the line and someone throws it at the one who 
is “It.”” He must then turn around and guess who threw 
the ball. If he guesses correctly, the one who threw the 
ball must take his place. 

Variations: If the one who threw the ball misses the one 
who is “It,” he must take his place. It increases interest 
to have the one who is “It” count ten and the ball must 
be thrown before the last count. 


GYPSY 
10 or more players 


The one who is chosen to be “gypsy”"tells the rest, who 
are her “‘daughters,” to stay at home and be good. While 
she is walking away the others run and hide. The “gypsy” 
must find them all The first one who is found and caught 
must be “ gypsy.’ 

Sometimes one child is chosen to be ‘‘mother,” and 
another “gypsy.” The “mother” goes away and blinds 
her eyes. While she is gone the “gypsy” comes and takes 
each child, one at a time, and hides her, until all are hidden. 
After the mother has found them all, and brought them all 
home, they all chase the ‘“‘gypsy.”’ The one who catches 
the “‘gypsy”’ first becomes the new ‘“‘gypsy.” 

Very exciting. 


Hang Tag. See p. 34. 

Hat Ball. See p. 11. 

Have You Seen My Sheep? See p. 17. 
Hen and Chickens. See p. 19. 
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HEEL-AND-TOE RACE 
Any number of players 
All the players stand side by side at the starting line, and 
race to the goal. Each starts with his right foot. He puts 
his left heel in front of his right foot and touches his right 
toe, then his left foot in front of his right in the same way, 
and so on. 
It is well to have an umpire to be sure that the heels and 
toes always are touched. 3 
High Window. See p. 17. 
Hindu Tag. See p. 35. 
Hound and Rabbit. See p. 30. 


HUNTSMAN, or Hunter 
Any number of players over 4 
The one chosen to be leader starts the game by saying, 

“Who would like to go with me to hunt ducks (or bears or 
rabbits)?”’ He then marches around in any way he chooses, 
all the players falling in behind him and marching as he 
does. Each player has chosen a definite place on the floor 
or the playground which he has marked for his “home.” 
When the leader sees that all are inline and are away from 
their ‘““homes,” he calls ‘‘Bang!”” Then they all scramble 
back to their “homes.’”’ The first one who reaches “home”’ 
is leader next time. 

I Sent a Letter to My Love. See p. 53. 

Iron Tag. See p. 33. 

Itiskit, Itasket. See p. 54. 


JACOB AND RACHEL, or Ruth and Jacob 
Any number of players over 10 


All players but two form a circle, with clasped hands. 
The two other players are placed in the center, one of them, 
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“Jacob,” being blindfolded. The object of the game is for 


“Jacob”’ to catch the other player, ‘‘Rachel.”’ ‘‘ Rachel” 
does all she can to avoid being caught by “‘Jacob.’’ 

“Jacob” begins the game by asking, “‘Rachel, where are 
you?” “Rachel” replies, ‘Here I am, Jacob,” and at 
once tiptoes to some other point in the ring, trying to avoid 
being caught. “Jacob” repeats his question whenever he 
wishes, and ‘‘ Rachel” must at once answer each time. No 
one else, of course, must speak. 

When “Rachel”’ is caught, “Jacob” returns to the circle. 
“Rachel”? is blindfolded and becomes the new “Jacob,”’ 
being now the one who asks the question, “Rachel, where 
are you?” 

Japanese Tag. See p. 34. 


LAME GOOSE 
Large number of players. 

This is a running tag game that is good for a limited time. 
If played too long, interest lags. 

It is played with knotted handkerchiefs. 

One pupil is selected to be the ‘‘goose,” and takes his 
place in a corner called ‘‘home.” The others spread them- 
selves out over the yard. 

After three running steps the “goose’”’ must hop on one 
foot. He then endeavors to tag one of the others who are 
running about. Should he succeed in tagging someone, 
that one becomes ‘‘goose”’ and is chased by the others back 
to “home.” They may strike him with their knotted 
handkerchiefs. Should the “goose,” in his attempt to tag 
a player, put the other foot on the ground, he may be 
chased “home” by the others. 

Space for playing must be limited according to the num- 
ber of players. 

Last Couple Out. See p. 26. 
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LAST PAIR RUN (or OUT), or Last Couple Out, or Fast 
; Runners 
11 to 21 players 
Widower 


Catch the Squirrel 


An odd number of players is needed for this game. One 
is chosen for catcher, who stands with his back to the other 
players. The other players stand in couples in a long line 
behind, facing in the same direction that he does. The 
catcher should be not less than ten feet in front of the first 
‘couple. 


TARA IN op 


The catcher calls, ‘‘Last couple out.” Then the last pair 
in the line run toward the front (the right-hand one on the 
right side of the double line, and the left-hand one on the 
left side) and try to join hands in front of the catcher before 
he tags either of them. The catcher must not chase them 
before they are in line with him, and must not turn his head 
to see when the runners are coming. The runners should 
sometimes circle far out beyond on each side, or one of them 
should do this while the other is running close to the lines. 

If the catcher catches one of the players before that 
player can clasp hands with his partner, the player tagged 
becomes the catcher, and the first catcher and the other 
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player form a couple and take their places at the head 


of the line, which should move backward to make room 
for them. If neither is caught, they take their places at 
the head of the line, and the catcher calls again for the “last 
couple out.” 

— This game is sometimes called Widower. The catcher is 
supposed to be the “‘widower.”’ Possibly this game comes 
down to us from the days when girls used to be captured 
by force by those who wanted to marry them. 


Leopard. See p. 22. 


LETTING OUT THE DOVES 
Any number of players over 20 


The players divide into groups of three. In each group 
is a small child who is a “dove,”’ and a larger child who is a 
“hawk.” The third is the “owner’\ of the birds. The 
“dove” stands in front of the “owner”’ holding his hand, and 
the “hawk” stands behind the “owner” holding his other 
hand. When he is ready the ‘‘owner”® lets the “‘dove”’ out 
by pushing him forward. The “dove” flies away, waving 
his arms like the wings of a bird. When he has stepped 
far enough away to get a good start, the “owner”’ lets out 
the “hawk” in the same way, to chase him. In chasing 
the “dove” the “hawk” must follow in exactly the same 
direction the “‘dove”’ has taken. 

The “owner” always tries to favor the “dove,” and 
whenever the “dove” thinks he can safely get back 
the “owner” claps his hands loudly, and then the “dove” 
circles back and tries to get home safely. The “dove’’ 
must not start back until he hears the ‘‘owner’s” hands 
clap. If he gets back safely, he may run again. 

The Little Dog. See p. 16. 
Moving Day. Seep. 29. 
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Nigger Babies. See p. 11. 
Nose and Toe Tag. See p. 34. 
Numbers Change. See p. 29. 
Obstacle Race. See p. 19. 
Pitch Cap. See p. 11. 

Posture Tag. See p. 35. 
Promotion Ball. See p. 37. 
Puss in the Circle. See p. 21. 


PUSS IN THE CORNER, or Pussy Wants a Corner 


5 or more players 
Ball Puss 
Moving Day 
Numbers Change 
Fruit Basket 
Four Corners 

The chairs are set about the room in odd places. Each 
player but one has a chair, or goal. The one who has no 
goal goes up to another player and says, “Pussy wants a. 
corner.” The answer is, ‘Ask thy next-door neighbor.” 
Meanwhile the others change goals, and the odd player 
tries to get one. If he has tried several times and has not 
yet got a seat, he may go to the center of the room and call 
out, ‘All change.’”’ This gives him a better chance to get 
a seat for himself. The one who gets left is now “It,” and 
the game begins as before. 

The fun consists in the players trying to change places 
without being caught; but they are bound to call ‘Puss, 
puss,” first, and to beckon to the one they wish to change 
with. 

A great favorite with young children. 

Ball Puss. Each player chooses a home, or corner. The 
one who is “It” holds a soft ball or bean bag. The players 
beckon to each other to exchange places, and if they run 
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“Tt”’ tries to hit one of them with a soft ball. Anyone who 
has been hit changes places with “It.” 

Moving Day is a Danish variation of this game. The 
children choose partners. Each couple stands within a 
small circle drawn on the floor or on the ground. One 
couple stands within a larger circle drawn in the center. 
The small circles are ‘‘houses,” the larger circle in the 
center is a “hotel.”’ At a signal, all the couples, holding 
hands, must move into a new “house.” Those in the 
“hotel’’ also move, and the couple that is left without a 
“house’’ must live in the “‘hotel.”” Nobody wants to live 
in the “hotel.” 

Numbers Change. The players stand in a large circle, 
and are numbered. One player takes his place in the 
center. He calls two numbers, and the players whose 
numbers are called must change places while the center 
player tries to get one of their places. »The one who is left 
without a place becomes the center player. 

No player who has once left his own place may come 
back to it, but must keep up the chase until he is caught or 
reaches the place for which he is running. 

Fruit Basket. All the players but one are seated in a 
cirele. The leader who is in the center names number one 
‘a lemon,” number two “an orange,” number three “a 
peach,” number four ‘“‘a grape.”’ If the player calls out 
“Peaches!” all the “ peaches”’ must change places while the 
second player tries to get into an empty chair, and so on. 
To give variety, the center player calls out “Fruit basket!” 
and then everyone changes places, while the center player 
tries to get one. When the center player gets a seat he takes 
the number or name of the player whose chair he takes. 

Other names than those of fruits may be used; for 
example, the names of popular automobiles. 

Four Corners seems to have been the original form of Puss 
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in the Corner. If there are four corners, there are five 
players. The player who has no corner holds a soft ball. 
He tosses it to another player. Whether that player is 
hit or not, he tries to bat the ball with his open hand. At 
once the players change places. The player who had no 
corner and threw the ball tries to hit a runner with the ball 
before he reaches a corner. If he succeeds he gets the 
corner, and that player takes his place. 

Pussy Wants a Corner. See p. 28. 

Quick Ball. See p. 9. 


RABBIT IN A HOLLOW TREE, or Squirrels in a Tree, 
or Hound and Rabbit 
Groups of 3 players 

The players stand in groups of three with their hands on 
each other’s shoulders, each group making a small circle 
which is supposed to be a hollow tree. In each “‘tree” is a 
player who takes the part of “rabbit.”’ There should be 
one more ‘rabbit’? than the number of ‘‘trees.”” One 
player is also chosen for ‘“dog.’’ The “dog’’ chases the 
odd ‘‘rabbit,’’ who may find safety in any “tree,’’ always 
running in and out under the arms of the players forming 
the ‘‘tree.”” The “rabbit” already there must run for 
another ‘‘tree.”” Whenever the “dog” catches a ‘‘rabbit”’ 
they change places, the ‘‘dog” becoming the ‘‘rabbit”’ 
and the “‘rabbit’”’ the “dog.” If at any time a “tree”’ is 
empty, the ‘‘dog’’ may become a “rabbit” by finding 
shelter in this empty “‘tree.’’ Then the odd ‘‘rabbit’”’ must 
take the part of the “dog.” , 

This game may be played while singing the following 
verse to the tune of Mary Had a Little Lamb: 


Oh, do you see a house for me, house for me, house for me? 
Oh, do you see a house for me, up in a hollow tree? 
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Suggestions: 1. Caution players against leaving the tree 
until the word “‘tree.”’ 

2. When the game has been repeated a few times let 
“ones” help make the tree and ‘‘twos” be the rabbit. 
Later let ‘‘threes” be the rabbit. 

In an improved variation of this game all move at a 
signal from the leader, and the extra rabbit tries to find a 
tree. All are in action all the time. 


Red Light. See p. 2. 
Reverse Tag. See p. 34 
Ruth and Jacob. See p. 24 
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Shadow Tag. See p. 33. 

Sheep and Wolf. See p. 12. 

Sheepfold. See p. 12. 

The Shepherdess and the Wolf. See p. 19. 
Skipaway. See p. 16. 

Slap Jack. See p. 16. 

Spooning. See p. 6. 

Squat Tag. See p. 34. 


SQUIRREL AND NUTS 
Any number of players over 6 

The arrangement of the seats in school gives aisles in 
two directions for running in this game. In the home the 
chairs should be arranged like the seats in school. 

All the children sit with their heads bowed on their arms 
as though they were asleep, but each one has his right hand 
outstretched with the palm up. One player, who has been 
chosen to be the ‘‘squirrel,’’ is carrying a nut or other 
small object; he runs on tiptoe between the chairs, and 
soon drops the nut into one of the waiting hands. The 
player who gets the nut at once jumps up and chases the 
“squirrel,’’? who is safe only when he reaches the ‘‘nest,”’ 
or seat that has been left empty. 

If the “squirrel” be caught before he reaches the “‘nest,” 
he must be ‘‘squirrel”’ a second time. 

If he gets to his “‘nest”’ safely, then the player who took 
the nut becomes the next “squirrel.” 

All the other players ‘‘wake up”’ to watch the chase. 

Squirrels ina Tree. See p. 30. 
Statue Tag. See p. 34. 
Statues. See p. 1. 

Steps. See p. 7. 

Still Pond. See p. 6. 
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Stone. See p. 22. 
Stone Tag. See this page. 
Stoop Tag. See p. 34. 


TAG 


8 to 15 players 
Wood Tag 
Iron Tag 
Stone Tag 
Shadow Tag 
Squat Tag, or Stoop Tag 
Nose and Toe Tag 
Japanese Tag, or Awkward Tag 
Hang Tag 
Y Back-to-Back Tag 
Reverse Tag 
Statue Tag 
Hindu Tag 
Cross Tag 
~ Eenie, Weenie, Coxie, Wamiejy; 
YAutomobile Tag ; 
Posture Tag % 

In these first three games the one who is being chased is 
safe if he can touch wood or iron or stone, according as 
the game is being played. 

The game of Iron Tag probably comes down to us from 
the days when people believed that touching iron protected 
them from evil spirits. It has been played for two hundred 
years in England, and perhaps as long in Germany and 
Italy. This is a good game in cities where there are plenty 
of iron posts, but in the country Wood Tag and Stone Tag 


are more popular. 

Shadow Tag. Instead of trying to touch those who are 
chased, we try to jump on their shadows. Whenever the 
one who is “It” has done so, he calls out the name of the 
one whose shadow he has tagged, and that one then 
becomes ‘‘It.”’ 
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Squat Tag, or Stoop Tag. One player is “It” and chases 


the others, trying to tag one of them. A player may escape ~ 


being tagged by suddenly stooping or “squatting,” but each 
player may stoop but three times. After the third time of 
stooping the player must run to escape being tagged. Any 
player who is tagged becomes “It.” For a large number 
of players there should be several taggers. See also Charley 
Over the Water. 

Nose and Toe Tag. Players are safe from being tagged 
when the nose is held with the left hand and at the same 
time the toes of the left foot are held with the right hand. 

This game is very amusing, especially to get a group 
to laughing. It is a good back exercise. 

Japanese Tag. Whenever a runner is tagged he must 
put one hand upon the spot where he was touched by the 
chaser, and chase after the others in the same position, 
tagging them with his other hand. The one who is “It” 
will add to the fun if he will try to tag those whom he 
touches in some place which will make it awkward for them 
to run. 

Hang Tag. Whenever a runner is in danger he leaps for 
a limb of a tree and hangs from it or the palings or the top 
rail of a fence and clings to them. 

Back-to-Back Tag. Whenever two runners are in 
danger they turn back to back to each other. 

Reverse Tag. Both the chaser and the runners run or 
walk backward. The fact that there will be many collisions 
only adds to the fun. 

Statue Tag is like Squat Tag, except that the one who is 
“Tt”’ begins the game by showing a position that is to be 
taken by the players. This may be an amusing posture, 
or a difficult one. To escape being tagged, the players may 
take this position, but, as in Squat Tag, each may do so 
but three times, and then he may be tagged. 
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_ Hindu Tag is like any other game of tag, except that 
when the one who is being chased thinks he is likely to be 
caught he bends down and touches the ground with his 
forehead. If he can do this before he is tagged he is safe, 
and the runner tries to catch someone else. 

This is splendid exercise for the whole body. 

Cross Tag. “It” starts after any player he chooses, but 
he must change his course and try to catch any other player 
who runs between him and the one he is chasing. Thus a 
fresh runner may at any time turn “It” aside from a tired 
player who is nearly tagged. This makes it harder for the 
chaser. As soon as anyone is caught he becomes ‘“‘It.”’ 

Eenie, Weenie, Coxie, Wamie. The one who is “It” 
clasps his hands in front of him and says, ‘“Eenie, weenie, 
coxie, wamie,’’ and then tries to tag someone with his 
clasped hands. The one who is tagged becomes his partner. 
These two join hands, repeating the words, ‘“‘Henie, weenie, 
coxie, wamie,’’ and then tag someone else With their clasped 
hands, and so the game goes on, until all are couples with 
joined and clasped hands. 

No one may start to tag anyone until he has stood still 
and repeated the words above, so that all can hear him. 

Automobile Tag. The chaser does his chasing with an 
old automobile tire which he rolls toward the runners. 
The one who is hit becomes ‘‘It.”’ 

Posture Tag. The players are in a circle. One child is 
chosen to be a chaser and another a runner. Each of these 
two puts a bean bag on his head and keeps it there, without 
using his hands, while running. These two players run 
around in circles. Whenever the runner wishes to stop 
running, he puts his bean bag on the head of someone else, 
and that person is then the runner. Whenever the chaser 
tags the runner, the two change places. 

This ought to give anyone a splendid carriage. 
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Other tag games: 
‘Tag the Third. See p. 200. 
/ Chain Tag. See p. 160. 
Circle Tag. See p. 124. 
Ball Tag. See p. 2. 
, Fast Runners. See p. 26. 
, Partner Tag. See p. 201. 
Cat and Rat. See p. 12. 
/ Maze Tag. See p. 149. 
vy Fox and Chickens. See p. 19. 
Cat and Mice. See p. 12. 
Drop the Handkerchief. See p. 16. 
Last Couple Out. See p. 26. 
Center Base. See p. 122. 
Have You Seen My Sheep? See p. 17. 
Circle Ball. See p. 38. 
Three Deep. See p. 200. 
Duck on a Rock. See p. 133. 
Pom Pom Pullaway. See p. 156. 
Black Tom. See p. 157. 
Hill Dill. See p. 159. 
Black and White. See p. 120. 
Flowers and the Wind. See p. 18. 
Prisoners’ Base. See p. 162. 
See also Hunting and Chasing Games. 


TEACHER AND CLASS 


Any number of players over 6 
Promotion Ball 
Circle Bail 
This game may be played with balls or with bean bags. 
One child is chosen to be ‘‘teacher.”’ The rest of the 
children face the ‘‘teacher,’’ from five to ten feet apart. 
The ‘‘teacher”’ tosses the ball to each child in turn, and 


es i 
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each child at once tosses it back to her. If any child misses 
he goes to the foot. If the “‘teacher’”’ misses he becomes a 
“pupil,” and the child who was at the head of the line now 
becomes ‘‘teacher”’ in his place. 

Promotion Ball. Each child stands in a mated circle. 
All the circles are numbered with numbers scratched in the 
earth. When the “teacher” misses a fair throw, number one 
takes his place, the rest of the children move up one, and 
the “teacher” takes the last number. 

A “fair throw” is one that passes between the ground and 
the player’s head within an imaginary cylindrical column 
from each circle. Any player who leaves his place, makes 
a bad throw, or fails to catch a good throw goes to the end, 
while the rest move up. In each miss, the play continues 
with the next in the order of sequence. 
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‘THE TRAVELING BALL, or Pass the Ball ina Circle 
Any number of players over 10 = 
Flying Ball 


A circle is formed with the children facing toward the 
center. The children stand close together, but do not join 
hands. A ball is passed from hand to hand, either to the 
left or to the right. One who is outside the circle tries to 
touch the one who has the ball. If he succeeds, the two 
change places. If a player drops the ball, which happens 
very often, he then becomes ‘‘It.”’ 

Flying Ball. In this game the players are in a circle, but 
some distance apart from each other. They may either 
pass the ball from hand to hand or throw it to each other 
across. ‘The one who is in the center leaps to catch it or_ 
runs to snatch it from the player who has it, as the need 
may be. When he gets it the one who last threw the ball 
or dropped it becomes the center player. 


Twenty Steps. See p. 7. 


WASHLINE RACE 
6 or more players 


This is a relay race. 

Two washlines, or cords, or strings are stretched across 
the room, and each end is held up by a child. The leader 
of each relay team takes a clothespin in his hand and runs 
to the farther end of his line and fastens the clothespin to 
it, returns and touches the hand of the second in his line, 
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Unless otherwise indicated, the name of the game and 
the title of the Victor Record to which it may be played are 
the same. 


A-HUNTING WE WILL GO, or Hunting 


15 or more players 


Old Tune. Arranged by F. Kirk. 
A A 
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A-hunt-ing we will go, 
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A-hunt-ing we will go, 


catch a fox and puthimin a box, And ney-er let him go. 
2 2 2 


= 


The children join hands in a ring. One is chosen to be 
the “‘fox’”’ and stays in the center. ‘Two or three others 
are chosen to play outside the ring, and be ‘‘lambs.”” While 
the children in the ring dance around the “fox” singing 
these words, the “fox” tries to slip under their arms. When- 
ever he gets out, the others run and try to hide in their 
‘‘holes.”” The ‘“‘fox’’ chases’ them, and as soon as he has 
caught one away from his ‘‘hole’”’ he comes back to his 
place in the center with the “lamb” who has been caught 
and who now becomes another “fox.”” The game goes on 

(40) 


Cer “a 
oe 


FOR LITTLE CHILDREN 41 


until all the “lambs” are caught. The last one who is 
caught becomes ‘‘fox.”’ iS 

Here is another verse that is sometimes sung to this game: 

Oh, have you seen the Shah? 
Oh, have you seen the Shah? 

He lights his pipe 

On a starlight night, 

Oh, have you seen the Shah? 

For a-hunting we will go, etc. 

Another way to play: 

The players stand in two lines facing each other. They 
clap their hands in time, singing the first verse. While 
the other verse is being sung the two players at the top of 
the lines run forward, join hands and run down between 
and to the end of the lines, turn, join the other hands, and 
return between the lines. When they have reached the 
head they unclasp hands and run down,to the foot again, 
where they stay. Then the song is begun over again, and 
the next two players at the top run forward, etc.; then the 
next couples in turn until all have played; then the two 
lines of players join hands and circle about to the tune for 
the last time, which finishes the game. 

Bro-Bro-Breda. See p. 65. 


CATCH THE SQUIRREL 


Any number of players over 15 
Last Couple Out, or Last Pair Past, or Fast Runners, or Widower 


1. Up anddownthe cen-terwe g0, Up anddownthe cen-ter we 0, 
2. Roundandroundthering we g0, Round and round the ring we go, 
3. Now isthe time to catch your squir-rel, Nowis the time to ecg oe squir-rel, 


4 Run a little fas-terif you please. Run a little fas-ter 1 you please, 


Up — and down the cen-ter we go, On a fros-tymorn-ing. 
Round and round the ring we go, On a fros-tymorn-ing. 
Now isthe time to catch yoursquir-rel, On a fros-tymorn-ing. 
Run a little fas- ter or you'llfreeze, On a fros-ty morn-ing. 


This game may also be sung to the following words: 
Let us chase the squirrel, 
Up the hickory, down the hickory, 
Let us chase the squirrel, 
Up the hickory tree. 


If you want to catch me, 

Up the hickory, down the hickory, 
If you want to catch me 

Learn to climb a tree. 


Players stand opposite their partners in two lines, leaving 
a wide space between. At the singing of the first two lines 
the two players at the head of the lines cross hands and walk 
up and down the center. At the singing of the second line 
they alternate around the outside of the lines, going in: 
opposite directions around their respective lines. During 
the last verse the player from the line who is to catch the 
“squirrel” chases it around. He tries to do this without 
leaving his own side, around which he circles, attempting to 
catch the ‘‘squirrel”’ as it turns at either end of its line. 


THE CHINESE FAN, or Mandarins 
10 or more players 

The players are seated in a circle. One player sings the 
first verse. When she comes to the words “‘like this,’’ she 
moves her right hand in the motion of fanning. All the 
rest of the players imitate her. 

During the second verse another player sings the verse, 
changing ‘‘a fan,” to ‘‘two fans,’’ and moves both hands 
as if fanning. The rest do the same. 


cethingsfor me. She’s brought me a 
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fan, Just think of my bliss! I fan my-self dai-ly like this. 


A third player sings the third verse, sings about “three 
fans,”’ and moves two hands and her right foot. 

During the fourth verse the fourth singer sings about 
“four fans,” and moves both her hands and both her feet. 

At “‘five hands,” during the fifth verse, the fifth singer 
moves both hands and both feet and bows her head. 

Any player who does not start promptly to imitate, or 
who moves the wrong hand or foot, is out of the game. 

The game may be added to by asking a second person, 
“ And what has it brought?’”’ If the answer is, ‘A bicycle,” 
then all the players must work the pedals. If he says, “A 
snuff box,” then all the players must sneeze. If he men- 
tions a “typewriter,” a “piano,” or a ‘“‘needle,”’ all must 
make appropriate motions. 


DID YOU EVER SEE A LASSIE? or When I Was a Young 
Girl 
10 or more players 
See also On the Bridge at Avignon. P. 76. 
This game is usually sung to the familiar Did You Ever 
See a Lassie? The words of this charming little song run: 
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Did you ever see a lassie, a lassie, a lassie, 
Do this way and that? 
Do this way and that way, etc. 


The old English version is: 
Adapted from “Children’s Singing Games,” by Alice B. Gomme. 
> > A > > A > 
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younggirl,how hap-py was I. And this way and that way, And 


When I nursed my dolly, ete. 
When If did my lessons, ete. 
When I did my sewing, etc. 
When I did my baking, ete. 
When I did my washing, ete. 


When a boy is leader we sing, ‘‘ Did you ever see a laddie,” 
and sing verses about what boys, instead of girls, do, like 
“mowing,” “hopping,” “‘reaping,”’ etc. The song is more 
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effective if it is sung and played in staccato fashion, with a 
strong accentuation. 7 

All the children but one stand in a circle with hands 
clasped and then dance around while they sing the first two 
lines. While they do this the child in the middle is making 
the motions that go with these lines. 

All sing the last two lines and act them out together. 
The child in the center may choose any actions he wishes, 
and he tries to make them as funny as he can. 

At each new verse the children wait to hear him explain 
what he is doing by singing. Quick wits and a spirit of 
fun are needed here. 

This game is also played in France, Italy, and southern 
Russia. 


DRAW A BUCKET OF WATER 
Girls: Groups of 4 players 


One in a rush, Two in a rush, Please, lit-tle girl, Bob un-der the bush. 

Two players face each other, holding clasped hands at 
arms’ length. The other two face each other in the same 
way, with their arms crossing those of the first couple at 
right angles. Bracing the feet, the couples sway backward 
and forward, singing the rime. As the last line is said, 
the players all raise their arms without unclasping the hands, 
place them around their companions, who stoop to step 
inside. They will then be standing in a circle, with their 
arms around each others’ waists. The game finishes by 
dancing around in a circle, singing the verse. 


in 
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THE DUKE OF YORK, or The Grand Old Duke of York Y 
10 or more players 
This game is played like Hunt the Thimble (see p. 225), 
to the following words and music: 
38: Poco allegro. 
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1. Oh, the grand old Duke of York, He marched hismento war; But 
2. Oh, the grand old Duke of York, He had ten thou-sand men, He 


FINE. 


noneofthemgot tothe bat - tle-field, Be- cause it wastoo far. 
marchedthemup the hill a - go, Andthenmarched down a-gain. 


So some of them went back home, Andsomeof them went to bed, And 
And when they were up, they were up, And when they were down, they were down, And 


noneofthemgot to the bat-tle-field, For the rea-son that I have said. 
_ when they were half way up the hill, They were neith-er—up nor down. 


Fast Runners. See p. 41. 


THE FARMER IN THE DELL V 
10 or more players 
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dell. 
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Heigh - 0, my dear-ie O, the farm-er in the 


. The farmer in the dell, etc. 

. The farmer takes a wife, etc. 

. The wife takes the child, etc. 
. The child takes the nurse, etc. 
. The nurse takes the dog, etc. 
. The dog takes the cat, etc. 

. The cat takes the rat, ete. 

. The rat takes the cheese, etc. 


COND or P® OOD 


The children join hands and walk around a circle, with 
the “farmer” in the middle. During the,second verse the 
“farmer” chooses a “wife,’’ who comes and stands beside 
him. During the third verse the “wife” chooses a “child,” 
and so on. “ 

According to one way of playing, when the ‘‘cheese”’ is 
chosen all clap their hands, and this ends the game. Accord- 
ing to another way, they go on singing: 


The cheese goes away, 


and the “cheese” goes back to the circle. So they keep 
on until the ‘‘farmer”’ is left alone. 

The game may be ended in this way: After the children 
sing, “The cat takes the rat,” they continue with, ‘The 
cat chases the rat,” and during the rest of the verse the 
“farmer’s” family join the circle. When the verse is 
finished the “cat” chases the “rat” in and out and around 
the circle of children, who keep their hands tightly clasped, 
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and by raising and lowering them try to help the “rat” 
and hinder the ‘‘cat.” 

Some children, instead of ‘my dearie O,” sing, “for 
Rowley O”’; others sing ‘‘the cherry O.” 


Garden Scamp. See p. 78. 


GOING OVER THE MOUNTAIN 
Any number of players over 15 


ae 
1. Ru, ri, ru, ri, go-ingo’er the mountain, Ru, ri, ru, ni, 
2. Pret-ty lit - tle birds go thru the win- dows, Pret-ty _ lit - tle 
8. Pret-ty lit- tle birds go choose your partners, Pret-ty lit - tle 


going o’er themountain, Ru, ri, ru, ri, go o-ver themountains, do. 
_birds go thru the windows, Pretty lit-tle birds go thru the windows, do. 
birds go choose your partners, Pretty little birds go choose your partners,do. 


The players form a circle, with several players in the 
center to represent the “birds.” At the singing of the first 
two lines they clasp hands and skip around the circle. 

At the second verse all stop, raise clasped hands, forming 
windows, through which the “‘birds”’ pass in and out. 

At the singing of the last verse the players in the center 
choose partners, standing in front of them until the end of 
the verse, when the ones chosen enter the circle, the others 
clasp hands and repeat the game. 

One of the best games for young children. 


GREEN GRAVEL 
Any number of players over 15 


In this game the children join hands and walk around in 
a circle, singing the following words: 


~- 
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Green gravel, green gravel, your grass is so green, “ 
The fairest young damsel that ever was seen, 

I'll wash you in new milk and dress you in silk, 

And write down your name with a gold pen and_ink. 

Oh! (Mary) Oh! (Mary) your true love is dead; 

He’s sent you a letter to turn round your head. 


When the players arrive at that part of the song, ‘Oh! 
Mary,” they name some member of the company; when 
the song is finished the one named must turn right round 
and face the outside of the ring, having her back to all the 
other players. She then joins hands in this position, and 
the game goes on as before until all have been named and 
all the players face outward. They may then begin again, 
until they all face the inside of the ring as at first. 

This old singing game comes to us from England and 
France. It is thought that the verse is a part of a story 
about a young girl who was getting ready to be married 
when she received a message that her true love was dead. 
Probably the original words of this verse were as follows: 

Green gravel, green gravel, the grass is so green, 
All the fair maidens are arrayed to be seen; 

Oh, Mary, oh, Mary, your true love is dead, 

The King sent you a letter to turn back your head. 


Whether Mary was to “turn back her head” so as to 
listen to the message or in sorrow, we do not know. 
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HERE WE GO ROUND THE MULBERRY BUSH 4 
Any number of players over 15 


So ear - ly in’ the morn - ing. 


Victor Record 20806. 


The children form into a ring and dance around quickly 
while singing the verse. Then they stand still and do the 
various things that they are singing about, such as “clap 
our hands,” ‘‘brush our hair,” “wash our hands,” “go to 
school,” etc. After each action they again sing the chorus: 
“Here we go round the mulberry bush.” 

Good for playground use. 


The verses, as usually sung, are as follows: 


we go . round the mulberry yee, 
So early in the morning. 


2. This is the way we wash our clothes, 
Wash our clothes, wash our clothes; 
This is the way we wash our clothes, 

So early Monday morning. 

a, Here we go round the mulberry bush, etc. 


“4 3. This is the way we iron our clothes, etc., 

~ So early Tuesday morning. 

; Here we go round the mulberry bush, etc. 
: 


4, This is the way we scrub our floors, etc., 
So early Wednesday morning, 
_ Here we go round the mulberry bush, etc. 


5. This is the way we mend our clothes, etc., 
So early Thursday morning, etc, 


6, This is the way we sweep the house, etc., 
So early Friday morning, etc. 


7. Thus we play when our work is done, etc., 
So early Saturday morning. 


This singing game probably comes down to us from the 
old times in England when early on Mayday morning the 
boys used to go to the woods and gather each a blossoming 
bough or bush, and ‘‘plant a May at every door” where a 
girl lived. They would dance around this bush as, earlier, 
they used to dance around the Maypole. This song was 
also once sung at weddings, when people used to dance 
around a sacred bush or tree. 


Hinkumbooby. See p. 66. 
Hunting. See p. 40. 
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I SEE YOU 
More than 12 players 

This is a little Swedish game of peekaboo, behind the 
‘‘trees.”? The children stand in double rows facing each 
other, one partner behind another. Those in the inside or 
front rows are the “trees,” and stand with their hands on 
their hips. The players in the rear rows place their hands 
on the shoulders of those in front of them. The signal of 
clapping the hands is given by the rear players. At this, 
two rear players at the top of the opposite sides skip for- 
ward a definite number of steps, as indicated by the music 


below, to the left of their ‘“‘trees,’’ and meet between the - 


rows, swing each other around, and return, skipping to 

their places. At another clapping of the hands, these two 

swing each his own partner, who has been in front of him, 

and change position with him, so that the “tree” now 

becomes the player, and the player becomes the “tree.” 
This may be sung to Victor Record 20432. 


Allegro. 
T A 
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The music consists of two parts of eight measures each. 

In fitting the movements to the music of A, each measure 
should be counted thus: “One, two.” 

In fitting the steps to the music of B, each measure should 
be counted thus: ‘‘One, and, two, and.” 

To be played with a strong accent and matching of steps 
to the music . 


I SENT A LETTER TO MY LOVE 


More than 12 players” a 
See Drop the Handkerchief. P. 16. 
A English. 
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Some of you havepickedit up, And put it in your pock - et. I 
oe -o- 


ee é a 
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have a lit-tlecol-lar and it won’tfit you, It won’tfit you, it will fit you. 


We all stand in a ring with hands joined. The one who 
is “It”? walks around the outside holding a handkerchief 
in her hands. As the children sing, “It won’t fit you,” she 
pretends to fit it around the necks of two or three of the 
children, but when all say, “It will fit you,” she leaves it 
around the neck of the one she has chosen, and starts to 
run in the direction she has been walking. The child who 
has the handkerchief runs round the ring in the opposite 
direction. The one who reaches the vacant space first takes 
it, and the other goes round with the handkerchief. 

This game, with a little different melody and words, is 
called Itiskit, Itasket. 


ITISKIT, ITASKET 
More than 12 players 
The players form a circle, facing center with hands joined. 
One player carries a handkerchief around the outside of the 
ring while all sing: 
1. Itiskit, Itasket, 
A green and yellow basket; 
I wrote a letter to my love 
And on the way I dropped it. 
I dropped it, I dropped it. 
And on the way I dropped it. 


2. Itiskit, Itasket, 
A green and yellow basket; 
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Some one of you has picked it up 
And put it in your pocket; 

It isn’t you—it isn’t you. 

It isn’t you—it isn’t you. 
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When the song is completed, the player outside drops the 
handkerchief, calls out, “It is you!”” and runs on outside 
the circle. The player behind whom it is dropped picks up 
the handkerchief, runs around the circle in the opposite 
direction, striving to reach the vacant place before the one 
who dropped the handkerchief. The player who is beaten 
for the vacant place takes the handkerchief for the next 
round. 

Good for the school playground. 


JENNY JONES, or Jennia Jones 
Any number of players over 10 


come to see poor Jen- ny Jones, How is she now?” 


fe) SS 
— iy — ne 
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jee - ny is wash - ing, wash - ing, wash - ing; 
‘Ver - y well, Ja - dies, la - dies, la = dies, 


is wash-ing, you can’t see her now.” 
well la - dies, and gen - tle - men too.” 


This song has over thirty verses, but the following are 
enough: 


1. We’ve come to see poor Jenny Jones, 
How is she now? 


2. Jenny is washing, washing, washing, 
You can’t see her now. 


REFRAIN 
Very well, ladies, A 
Ladies and gentlemen too. 


3. Jenny is ironing, etc. . 
REFRAIN 
4 to 8. Jenny is ironing, sewing, baking, sick, dead. 


REFRAINS 


9. I dreamed I saw a ghost last night, 
Under the apple tree. 


One of the larger children is in the center of a circle with 
one of the smaller ones, who is ‘Jenny Jones. ” The chil- 
dren in the circle sing the first verse, marching forward and 
back with their arms swinging. 

The mother hides Jenny behind her while she sings the 
second verse, and makes the motions of washing while she 


t the end of the last a 
shriek, and “Jenny” runs out and tries to tag someone, 
- who now becomes “Jenny”’ instead. eee: 
“Jennia Jones” was probably originally “Jennie my 
joe,” or joy.” Ra 3 4 
This game really tells a story. Jennie lives in the upper | 
story of a palace. She has a lover, but her parents are not 
willing that she should marry him. Her lover’s friend comes 
time after time to inquire for her, but the father and mother 
do not relent. By and by Jennie dies of grief. At the end 
of the story Jennie’s ghost rises, and all her friends run in 
fright. 


JOHN BROWN’S BABY 
Any number of players 


Tempo di Marcia. 


— John Brown’s Ba - by had a cold up-on_hischest, 


0 

ESI" A 
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Sh eee COLD Brown’s Ba - by had a_ cold up-on_hischest, 


So they rubbed it withcam-phor-at - ed oil. 


<< 


Glo - ry,glo -ry, hal-le-lu - ia, They all wentmarch-ing on. 


All sing the first line three times, and then the line, ‘‘So 
they rubbed him with camphorated oil,” to the tune of 
John Brown’s Body. 

While they sing the second verse, which is the same as the 
first one, they omit the word “baby,” and instead each 


one places his right hand on his left elbow and swings his 


left arm as if rocking the baby. 

In the third verse, which is the same as the first, the word 
“eold” is not sung. Instead, a cough iggiven. 

In the fourth verse the word “chest”, is not sung, but the 
chest is tapped with the open hand, instead. 

In the fifth verse the word “rub” is not sung, but each 
one rubs his chest. ; 

‘In the sixth and last verse, if the players are not laughing 

too much to sing it, the words “camphorated oil” are not 
sung, but everyone sniffs instead. 


JOLLY IS THE MILLER, or The Jolly Miller 
15 or more players 
The players form a circle composed of couples. When 
teaching the game, play at first without the ‘miller’ (the 
player who has no partner and who is in the center). 
While marching in a circle, the players sing as follows: 


Jolly is the miller who lives by the mill, 
The wheel goes round with a right good will; 
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One hand in the hopper and the other in the sack, 
The.right steps forward and the left steps back. 


At the words, ‘‘The right steps forward and the left 
steps back,’ the children do as indicated, those marching 
on the right step forward, while those marching on the left 
side step back. As soon as this changing of partners is 
well understood add the ‘‘miller,’’ that is, the extra player. 
Now, as the change of partners takes place, the “miller” tries 
to get a partner. If he succeeds, the player left without a 
partner becomes ‘‘miller.” He steps into the center of the 
circle and the game proceeds. 

The best tune for this game is Old Zip Coon or The 
Turkey in the Straw (Victor Record 20592), although it is 
often played to the traditional tune of Jolly is the Miller 
(Victor Record 20214). 

Ki Yi Yi. See p. 67. 


THE KING OF FRANCE 
10 or more players 


The king of France with for - ty thou-sand men, 


N ieee 
: SSS Sse. | 
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Marched up the __ihill and then marched down a-gain. 


= 
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The King of France with forty thousand men 

Marched up the hill, and then marched down again. 


The players stand in two rows facing each other. Each 
row has a leader who stands in the center of his Tow, and is 
supposed to be a king leading his army. The leaders of the 
two groups take turns in singing the verse, at the same 
time marching forward during the first line, and back again 
to their places during the second line, and also performing 
the action that is at once to be taken up by all. The verse 
is then sung by both groups while marching forward and 
backward, performing the movement which the “‘king”’ has 
indicated. Then the “king” of the other side suggests an 
action. The “‘king’’ may suggest some of the following 
things: 


Gave a salute, ete. 


Beat his drum. : 
Blew his horn. wen 
Drew his sword. % 
Aimed his gun. 


a 


Fired his gun. 
Shouldered arms. 


KNEEL ON THE CARPET 

Any number of players over 15 

Old Tune. Arranged by F. Kirk. 
A 


1. Kneelon the car- pet, youshall kneel, While the grass grows on the field. 
2. Now you’remar-ried, life and joy, First a girl and then a boy. 
-O- -- 
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Stand up,standup on your fee And choose the one you love sosweet. 
Seven yearsaft - er, seven yearsago, — Now itistime to bowand go. 


The children stand around in a ring, holding hands, while 
singing the first verse. One child is in the center. At the 
end of the first verse they stand still while the one in the 
center chooses a partner. These two then stand in the 
center, and join hands and dance around, while the others 
dance around them singing the second verse. 

As they sing the last line of the second verse these two 
bow to each other. The first one then leaves the center 
and goes back to the ring, another player is chosen by the 
one left in the center, and the game begins again. 


Leaves Are Green. See p. 87. 
Last Couple Out. See p. 41. 
Last Pair Past. See p. 41. 


LITTLE BALL, GO EAST OR WEST 
Any number of players over 6 


Lit - tle Ball, go east or west, So gai-ly roll a - long; 
Tra la) lala >) la. Ja, Jla;5 Tras la Sele Slag is caine 


You must nev-er stop to rest, Un- til we’re sung our song; 
Tra “la*lai “is”. la ola la; “Tre sla aelselame nmenta 


PSS 5 
gente 


to: 


He (she) must find you, Lit-tle Ball, Or in the cen-ter stay. 
Tre la la Ila Ila Ia Ia, Tra la la la la Ia. 


The children are seated in a circle on the floor, with one 
in the center who has his eyes shut. The children pass a 
ball from hand to hand behind their backs, while they all 
sing the first verse. When the verse ends the player who 
has the ball keeps it, he and all the rest still holding their 
hands behind their backs. The center player then opens 
his eyes and tries to guess who has the ball. 

While he is guessing the others singsthe second verse. 
He has three guesses. If he guesses sgmeone who is near 
the ball, all sing the verse loudly; if not, softly. If he 
guesses right in one of his three guesses, the player who 
has the ball goes to the center, and he goes into the circle. 
If he does not guess right, the game is repeated. 


LONDON BRIDGE IS FALLING DOWN ~ 
12 or more players 


Bro-Bro-Breda 
Oranges and Lemons 


1. Lon-donBridgeis fall-ing down, Fall-ing down, fall- ing down, 
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Lon ~ donBridge is fall - ing down, i : = 


Victor Record 20806. 


This game is sung in a number of ways, but this way is a 
good one: 


Build it up with iron bars, ete. 

Iron bars will bend and break, ete. 

Build it up with gold and silver, ete. 
Gold and silver will be stolen away, ete. 
Set a man to watch all night, ete. 
Suppose the man should fall asleep, ete. 
Put a pipe into his mouth, ete. 

Suppose the pipe should fall and break, ete. 
Set a dog to bark all night, ete. 

Suppose the dog should meet a bone, etc. 
Get a cock to crow all night, ete. 

Here’s a prisoner I have got, ete. 

Off to prison you must go, etc. 


Two children stand on chairs holding hands over the 
others who pass in single file below. The two children, who 
represent the “arch” of a bridge, sing the first and every 
alternate verse. The other children sing the second and 
every alternate verse. As the “arch” finishes the last verse 
these two drop their hands over the child who is passing. 
Then they take him away and ask him in a low voice whether 
he would like a diamond necklace or a gold piano. One of 
the two leaders has one and the second the other. He 


belongs to the side that he says he chooses. He now stands 
on that side. 
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So it goes on. When all have been caught the two leaders 


- face each other, and all who belong to them stand in single 


file behind them clasping each other’s waists. There is a 
tug of war, and the side that pulls the other over the line 
wins. 

This game has an interesting story. Bridges were very 
important in the Middle Ages, because they were the only 
way of joining towns that were separated by raging streams, 
and they were difficult and expensive to build. It was 
thought that angels helped to build them and devils wished 
to tear them down. So these two who made the arch were 
“keepers of the bridge,”’ one an Angel and the other the 
Devil. The child who chose between the necklace and the 
piano was choosing between Devil and Angel, though it is 
not now clear which was which. The side that won in the 
tug of war decided the contest. 

A Danish game, called Bro-Bro-Breda,is played exactly 
like London Bridge, but to a different, tune. The story 
that goes with it is this: . 

Once the Devil built a bridge, and asked as his pay for 
building it, the last one of the king’s people who passed 
over it. The “bridge” closes over the last one, who is 
asked whether he will stay with the sun or the moon. The 
sun stands for God, the moon for the Devil. The tug of 
war at the end represents the last great struggle between the 
good and evil. 

As played in Ireland, the choosing is done by a child’s 
trying to walk along a straight line marked off on the ground, 
without falling off. 

Oranges and Lemons. As the children pass under the 
arch they chant this rime about the church bells of London: 
Oranges and Lemons, say the bells of St. Clements. 

You owe me five farthings, say the bells of St. Martin’s. 
When will you pay me? say the bells at the Old Bailey. 
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When I grow rich, say the bells at Shoreditch. 

When will that be? say the bells at Stepney. 

I do not know, says the great bell at Bow. 

Here comes a candle to light you to bed, 

And here comes a chopper to chop off the last, last, last man’s 
head. 


LOOBY LOO, or Lubin Loo, or Put Your Right Hand In, 
or Hinkumbooby, or Ki Yi Yi 


Any number of players over 10 


1. Here we go, Lu - bin Loo, Here we go, Lu - bin, light, 
2. Put yourright hand in, Put yourright hand out, 


Here we go, Lu-bin Loo, All on a Saturday night. 
- Give your right hand a shake, shake, shake, ‘Then turn your-selvesa - bout. 


ae a Ses aoe es eee ee 


1. Here we go, Lubin Loo, ete. 
2. Put your right hand in, ete. 
3. Put your left hand in, ete. 

4. Put your two hands in, etc. 
5. Put your right foot in, ete. 


After this, left foot, two feet, right elbow, left elbow, 
right ear, etc., as long as it is fun. 
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The players stand in a ring, clasping hands. During the 
first two lines of the first verse they sway from one foot to 
the other, throwing the free foot across the other to the 
music. - 

During the last two lines of this verse the circle gallops 
halfway around to the left for the first line, and then half 
way around to the right for the last line. 

During the second verse the children all face the center, 
and act out the word, leaning forward when they put their 
right hands in, then shaking their right hands, and then, 
on the last line, jumping or spinning completely around. 

After this the leader suggests things to do, as follows: 
“Put your left hand in,” “Put your right foot in,’ “Put 
your two feet in,” “Put your right elbow in,” and then if 
she says ‘‘ All the children in,’’ they join hands and close in 
toward the center, then back toward the outside at “out,” 
shake hands with each other, and then turn, around. 

This lively dance was played by our, forefathers many 
years ago, probably as an act of worship. Perhaps they 
were acting out the positions that are taken by different 
animals. Long after this, it was a court dance. 

The last line, “All on a Saturday night,’ refers to the 
old custom of gathering on the village street for an hour 
of play after the week’s work was done. 

Somebody has explained that this game is really part of 
a story about a boy who always took a bath Saturday night. 
One day the fire went out, and he had to bathe in cold 
water. As he put his hands and feet into the water he felt 
chilly and had to ‘‘shake, shake, shake,” and “turn himself 
about,” to get warm. We might act out this story while 
we sing this game. 

Ki Yi Yi. The players stand in two lines, facing each 
other, as in the Virginia Reel. Everyone does just as the 
leader does. He starts the game by singing, to the tune of 
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Looby Loo, “I turn my right hand in,” (reaching his | 


hand toward the opposite neighbor), “I turn my right hand 
out” (turn body slightly around and extend hand toward 
back), “I give my right hand a shake, shake, shake,’’ (shake 
hand), ‘‘and turn my body about” (turn completely around). 
The leaders turn around and march to what was the end 
of the line, followed by their files. As they meet, they 
come up in couples to their original places. As they start 
off they sing: 

Ki, yi, yi, yi, yi, 

Ki, yi, yl, yl, 

Ki, yl, yi, yl, yi, 

Ki, yi, yi, yl. 

When the company are facing each other again, the 
leader starts with the left hand, all the foregoing being gone 
through again. 

The right foot is treated in the same way. ‘Then the 
left foot. The head is used by saying, “I put my head to 
the right, I put my head to the left, I give my head a shake, 
shake, shake, and turn my body about.” At the end of 
every movement the march of the “Ki Yi” is repeated. 
The head movement is the last. 

By the time this is reached, everybody has laughed 
enough, and had exercise enough to be sure of a good night’s 
sleep. 

Lubin Loo. See p. 66. 
Mandarins. See p. 42. 


MARCHING ROUND THE VALLEY 
10 or more players 
Players stand in a circle, with one or more of the number 


chosen to be in the center. All in the circle march around 
as they sing the first verse. 


a 
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We’remarchinground the val-ley, We’remarching round the val-ley, 

Go thro’andthro’ the win-dows, Go thro’ and thro’ tle win-dows, 

Go forthandface yourlov-er, Goforthandface yourlov-er, 

I kneel be-cause I love you, I kneel be-cause I love you, 

I measuremylove to show you, I measuremy love toshow you, 
-bye, I hate to leave you, Good-bye, I hate toleave you, 


We're marchinground the val-ley, The High-landgates are free! 
Go _ thro’ andthro’ the win-dows, The High-landgates are free! 
Go forthand face yourlov- er, The High-landgates are free! 
a kneel be-cause I love you, The High-landgates are free! 
I measuremylove to show you, The High-landgates are free! 
Good - bye, I hate to leave you, The High-landgates are free! 


During the second verse they stop and arch the hands 
for windows. The players in the center wind in and out 
through these, returning to the center at thé'end of the verse. 

{nm the third verse the center players clfoose partners from 
the circle, standing before them until the verse is finished. 

In the fourth verse the center players and the ones chosen 
kneel while the words are being sung. 

In the fifth verse they clasp hands, swaying them from 
side to side as far as possible in time to the music. 

In the last verse the players who were chosen as partners 
pass to the center and the others go to the circle. 

A most inspiring march, with the refrain, The Highland 
Gates Are Free! 


MOON AND MORNING STARS 
Any number of players over 4 
This is a game played by Spanish children. It must be 


played in the sunlight. The “moon,’’ who may not go 
out in the sunlight, stands in the shadow of a house or a 
6 
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tree. The others, who are the “morning stars,” dash about 
in the sunlight, chanting or repeating these words: 


Oh, the moon and the morning stars, 

- Oh, the moon and the morning stars! ss 
Who dares to tread—Oh, 2 
Within the shadow! 


The ‘‘stars’”’ dance close to the “moon” in the shadow, 
and the ‘“‘moon” tries to tag them. Whenever he catches 
a “star” it must change places with the ‘‘moon.”’ 

Anyone who loves moonlight and starlight will enjoy this 
game. 


THE MUFFIN MAN 


Any number of players over 12 
Old Tune. Arranged by F. Kirk. 
A 


Do youknowthe Muf- fin Man, The 


eo 
lives in Dru-ry Lane? Yes, I know the Muf-fin Man, The 
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Muf -fin Man, That lives 


Victor Record 20806. 

Four or five children are selected to take places in the 
four corners of the room, or whatever other spaces are 
allowed. As the first verse is sung, each walks or skips in 
time with the music to some child seated in the room, and, 
taking him by the hand, leads him to his space on the floor. 
The little groups of two ther ioin both hands and dance 
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around in a circle singing, ‘Two of us know the Muffin 
Man,” etc. 

After the first verse has been sung and the children chosen, 
the second verse, “Oh, yes, I know the Muffin Man,” is 
sung while the two are marching from the seats to the space 
on the floor. 

The play continues, one child after another being chosen 
until all have joined some group. 


THE NEEDLE’S EYE 
Any number of players over 10 
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1. Thenee-dle’s eye that does sup-ply, The thread thatruns so true, 
2. The nee-dle’s eye that does sup-ply, The thread that runs so true, 


Ma-ny a lass have I let pass, Be-cause I want-ed you. 
Ma-ny abeauhave I let go, Be-cause they could not sew. 


Be-cause I want-ed you, Be-cause I want-ed you. 
Be-cause they could not sew, Be-cause theycould not sew. 


Ma-ny a lass have I let pass, Be-cause I want-ed you. 
Ma-ny a beau have I let go, Be-causetheycould not sew. 


Victor Record 20214, 


A boy and a girl, each standing on a stool, make an arch 
of their hands, and the rest pass under in single file. At the 
end of the first verse the hands are suddenly dropped, and 
one of the girls is caught. 

At the end of the second verse a boy is caught. This 


= 
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pair during the next singing of the song take the place of 
those who first stood and made the arch. _ 

In this game the two children who make the arch repre- 
sent the “needle’s eye,” and the long line of children the 
“cr thread.’”’ 


NUTS IN MAY f 


Any number of players over 12 
Old Tune. (Originally was “Knots of May.”’) Arranged by F. Kirk. 


1st Group. Here we g0 gath - er - ing nuts in May, 
2d Group. Whom will you gath - er for nuts in May, 


e * 
Nuts in May, nuts in May, Here we go gath -er- ing 
Nuts in May, nuts in May, Whomwill you gath-er for 
e 2 = 


nuts in May, At six o’ - clock in the morn-ing. 
nuts in May, At six 0’ - clock in the morn-ing? 
oe 


1st Group. We'll gather Willie for nuts in May, ete. 
2nd Group. Whom will you gend to fetch him away, ete. 
1st Group. We'll send Agnes to fetch him away. 
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The children stand in two rows, facing each other and 
holding hands. There is a space of a dozen feet between 
the lines. The first line steps forward while singing the 
first part of the first verse, and then steps backward while 
singing the rest of the verse. 

Then the second line steps forward and backward while 
singing the second verse, and so on to the end. 

As the first line sings the third verse they choose one 
from the other side. 

As the first line sings the fifth verse they name someone 
from their own side who is to meet the one whom they 
chose when they were singing the third verse. The two 
lines then stand still, and the chosen ones stand in the center 
with their right feet touching and, joining right hands, they 
have a tug of war to see which is the stronger. The weaker 
one then goes to the side of the stronger, and the game begins 
again, each side taking turns at beginning. The line wins 
which gets the most “nuts.”’ 

If there are a lot of players, all the couples facing each 
other on both sides may join in the tug of war, or all on 
each side may stand behind the two who have been chosen, 
each with his arms around the waist of the one in front of 
him, and at a signal, pull as hard for their own side as 
possible. 

This game probably gets its name from children in Old 
England gathering “knots” or garlands of hawthorn in 
Maytime. The picture, suggested by the game, is of a 
group of children starting off together at six o’clock in the 
morning. As they gather jn front of the hawthorn bushes, 
it occurs to them that little Willie is as fresh as a flower, 
so Agnes plucks him. 

It may also be sung to the tune of Here We Go Round 
the Mulberry Bush (Victor Record 20806). 

All the children form a ring, except one player who stands 
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OATS AND BEANS AND BARLEY 
Any number of players over 10 


1. Oats and beans and bar - ley grow; Oats and beans and 
2. First the farm - er sows his seed, Then he stands and 
3. Wait-ing for a part -_ ner, Wait-ing for a 

4. Now that you’re married you musto-bey, You must be true to 


bar - ley grow; Do you oF I or an- y-one know 
takes his ease;— Stamps his foot and claps his hand, 
part - ner,— Break the ring and choose one in, 

all you say You must be kind, you must be good, 


How oats and beans and bar - ley grow? 
And turns a - round to VieW yy the land. 
While all the oth - ers dance and __ sing. 


And help your wife to chop, the wood. 
Victor Record 20214. 


in the center and who is the “farmer.” The children then 
dance around this one, singing the first verse. 

At the second verse they stop dancing and act the words 
that are sung. They pretend to scatter seed, then stand at 
ease, stamp their feet, clap their hands, and at the words, 
“Turn around,’ each child turns around. 

At “Waiting for a partner” (third verse) they circle to 
the left, but at the words ‘Break the ring,” the one who is 
in the center chooses a partner, and that one comes into 
the ring. 

During the fourth verse these two kneel in the center 
with joined hands, while the rest skip to the right and shake 
their right forefingers first at the ‘‘farmer’s wife” and then 
at the “farmer” in warning. Then the first one who was 
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in the circle rises and goes back to the ring, while the second 
one chooses a partner, as before, and the game goes on. 

This game was played in France as early as the fourteenth 
century, and is still played all over central and southern 
Europe. It was once a springtime song, and the play 
about marrying comes from the fact that marriages were 
so often celebrated in the springtime. To “chop the wood”’ 
used to be a hard task in New England before they had 
any coal. 


ON THE BRIDGE AT AVIGNON 


Any number of players over 10 
Rerrain. Allegro. 


1. The la-dies bow like this, And then they bow like that. 
2. The men they bow like this, And then they bow like that. 
3. The ba- ker works like this, And then he works like that. 
4. The laundress scrubs like this, And then she scrubs like that. 


The game is played exactly like Did You Ever See a 
Lassie? See p. 48. 

The beautiful old bridge at Avignon in southern France, 
now in ruins, was built in the year of 1177. A pretty story 
is told, how when architects and archbishops had given up 
the building of this bridge in despair, it was completed 
through the inspiration that came from the enthusiasm of a 
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little boy since known as Saint Benezet. There was a 
great gladness when the bridge was finished, and although 
it would be difficult to prove that this was the song and 
game that were used when the people were dancing upon 
the bridge at its completion, it is still true that French 
children play the game under its arches today. It was 
played then as now, the children imitating the leader, as the 
- “gentlemen,” the “shoemakers,” the “‘rope-winders,’’ etc. 

The players dance around in a circle singing, and at the 
end of each verse bow to each other, imitating, the first 
time, “how the ladies bow” and the next time ‘‘how the 
gentlemen bow,’ and then “‘the priests,” ‘‘the soldiers,” 
“the street boys,”’ etc. 


Oranges and Lemons. See p. 65. 


PEEPING AT SUSIE, 
Girls: 12 or more players 
Garden Scamp 


+ re + «we 


1. Peep-ing at Su-sie, Su- sie, Su-sie, Peep -ing at 
2. Close up sim - i - lar, Su- sie, Su- sie, Close up sim - 
3. Runaround and catchher, Su - sie, Su - sie, Runaround and 


Tee , 
Su - sie, Su - sie girl. Peep-ing at Su - sie, 
i= , Su - sie — girl. Close up sim - i - lar, 
catch her, Su - sie girl. | Run around and catch her 


i eee Ce ere. s 

Su - sie, Su- sie, Peep-ing at Su - sie, Su - sie girl. 
Su - sie, Su-sie, Close up sim- i - lar, Su - sie girl. 
Su - sie, Su- sie, Run aroundandcatch her, Su - sie girl. 
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_ The players stand in a circle with clasped hands. Two 
of the number are chosen, one to be ‘‘Susie” and another 
to catch her. 

At the singing of the first verse these players stand out- 
side of the circle at opposite sides peeping at one another, 
as the verse says. 

When the second verse is sung all of the players in the 
circle walk forward toward the center, standing close 
together. 

During the third verse the one chosen to be catcher tries 
to catch ‘‘Susie,’’ who runs around the outside of the group 
of players in the center. If she is not caught at the end of 
the verse they play again. When she is caught the two 
go back to the circle, after choosing two of the others to 
take their places. 

A game that encourages alertness and attentiveness. 

A similar game, Garden Scamp. All but two of the 
players form a circle, which is the ‘‘garden.”’ Within this 
the one who is the “‘scamp” takes his place, the one who is 
the ‘‘gardener”’ stays on the outside. 

The “gardener” says to the ‘“‘scamp” inside, ‘Who let 
you into my garden?” 

The “‘scamp”’ answers, “‘I let myself into your garden.” 

The “scamp” then must dodge in and out through the 
circle with the ‘‘gardener”’ following through every place 
the ‘‘scamp”’ goes, not being permitted to go through any 
other place. 

When the ‘‘scamp”’ is caught he becomes ‘“‘gardener”’ 
and chooses another player from the circle to be the 
““scamp.”’ 

The ‘‘scamp”’ may do anything that he pleases, jump over 
the clasped hands, play leapfrog with one of the players, or 
anything that he thinks of, to keep the “gardener” from 
catching him. 
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POP GOES THE WEASEL ,/~ 


20 or more players 
Old Tune. Arranged by F. Kirk. 


A ¥ A 
CEES 2S SN RE be 
if pend Tee PG, Soeides! Bt ay eee el 

nee Sat 


Victor Record 20151. 

The children stand in two rows facing each other, boys 
on one side, girls on the other. ‘The first couple dance 
toward the center, then dance around facing, and dance 
back to their places. The last couple does the same. 

Next, the first couple dances toward the center and 
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dances round back to back, then back to their places. The 
last couple does the same. 

Next, the first couple dances to the center, joins hands, 
and dances round, then back to their places. The second 
couple does the same. 

Next, the first couple bow to each other when they meet, 
and the second couple does the same. 

Finally, the first couple leads off their own side, they 
meet at the bottom, there they join hands, and the rest 
pass under their hands, and go to their lines again; and the 
* dance starts anew. 

Thosewho were thesecond couple now become thefirst, ete. 

According to another way of playing this game, the 
children form in a circle in couples. An odd couple join 
hands with a third boy or girl, and all three dance around 
the inside of the circle. All the children sing while they 
are dancing. When they come to the word ‘“‘Pop,’’ the 
third player pops under the hand of the inner couple and 
returns to his place at the end of the line. 


Put Your Right Hand In. See p. 66. 


RABBIT IN THE HOLLOW 
12 or more players 
Frog in the Sea 
This game is played like Frog in the Sea (see p. 20), to 
the following music: ; 


1. Rab-bit in the hol-low sits and sleeps, Lit - tle rab-bit, 
2. Hunter in the for- est mnear-er creeps, Deep within the 


have a care, Quickly to your home you must run, run, run. 
hol -low there; 


roy 
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RIG-A-JIG-JIG 
10 or more players 


In leisurely walking rhythm. 
tI ee 
ED bn hee | es a a ae See LS ee 
gfavwz= 59 SS 8 So ae ES ee ee 

EE Ste SE A PED TBF BFE APR ALY 


As I was walk-ing down the street, Down the street,down the street, 


A pret-ty girl I chane’d to meet, Chanc’d to meet,chanc’d to meet, 


As I was walk-ing down the street, Heigh-o, heigh-o, heigh-o. 
A pret-ty girl Ichanc’d tomeet, Heigh-o, heigh-o, heigh-o. 


% 


. * ** “— * * * 
Rig - a-jig-jig, and a-way we go, Heigh-o, heigh-o, heigh-o. 
4 


The children form a circle and sing with one player who 
walks around inside the circle. When they come to the 
words, “A pretty girl I chanced to meet,” or (for every 
other verse) ‘‘A nice young man I chanced to meet,” the 
player in the center bows to one in the circle, and then 
these two take hands as if in skating, and skip around the 
inside of the circle during the chorus. 

At the beginning of the next verse those in the center 
walk in single file and choose other partners, and so on, until 
all have been chosen, and are skipping around in couples. 


Ring a Ring 0’ Roses. See p. 88. 
Ring Around a Rosy. See p. 88. 
The Romans. See p. 83. 


Round and round the village, 
Round and round the village, 
Round and round the village, 
As you have done before. 


In and out the windows, 
In and out the windows, 
In and out the windows, 
As you have done before. 


Stand and face your lover, 
Stand and face your lover, 
Stand and face your lover, 
And bow before you go. 


Now follow me to London, 
Now follow me to London,» 
Now follow me to London, 
As we have done before. 
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; The children are supposed to be the houses of the village. 
‘They form a circle, clasping hands, with one player outside. 
While the circle stands still the player outside sings the 
first verse, dancing around the circle. 

During the second verse the players in the ring raise 
windows of the village, and while they sing, the one who is 
outside runs in under one pair of arms and out under 
another, and so on, trying to get around the cirele while 
this second verse is being sung. 

While the circle sings the third verse she stands in the 
center and chooses her partner, and they bow to each other. 

While the circle sings the fourth verse they run around the 
outside, return to the center and bow to each other again 
and separate, the first player taking the place of her partner 
in the ring. 

Then the game is played over, withthe second player 
running around the outside of the village. 

This is much like Going Over the Mountain. 

In the old days in England, at marriages people used to 
form a procession going through the village streets and 
running in and out of the houses. 


; THE ROVERS, or The Romans 
10 or more players 


1. We are coming to take your land, 
We are the Rovers; 
We are coming to take your land, 
Tho’ you’re the Guardian soldiers. 


2. We don’t care for your men nor you, 
Tho’ you're the Rovers; 
We don’t care for your men nor you, 
For we’re the Guardian soldiers. 


‘are com-ig fe takeyoorhad, Wes are the Re~ vers 
@onteare for yout mean, noryea, The’ yea'retde Ro~ vers 


| RE ET NRE TT > URES 3) EE Sek eb EE Os 


: 
S. Will you give us a clas of wine? ete, 
4. We won't give you a glass of wine, ete, 
&. We will send our dogs to hite, ete, 
6 We don't care for your dogs, nor you, eta, 
7. Are you ready for a fight? ete, 
S Yes, we're ready for a fight, ete. 
The children .are on two equal sides facing each other 
over a straight line about Six feet apart. One side sings 
all the odd-number verses, the other answers with the even- 
number verses. Each side walks forward during the first 
two bars of each verse, and back during the last two. At 
the end of the eighth verse all shout, “Shoot! bang! fire!” 
and each child tries to pull the opposite one over on his 
side. The one who gets the most “prisoners”’ wins, 
When the game is named The Romans, one side is called 
the “‘ English soldiers” and the other, the “Roman soldiers,” 
There is a Victor Record for this. 


FOR LITTLE CHILDREN a 


SALLY GO ROUND THE MOON 
Any number of players over 10 


OE ee ee 
A. . 3 i? rr SOO 
J “ ie, Go OP mW rs eee ee at hi ES EP RS LP SS 
| EB 2S fe Se Re 


Sally go round orca meter, dap) sie a est'aey tk = er-nown. What 
B« 


"The children join hands and skip ar: to the left while 
they sing this verse. When they shout “Whoo!” they 
kick the left foot forward. Round they go again, skipping 
this time to the right. Repeat as often as you like. 


SALLY WATERS 
Girls: Any number of players over 10 
A ring is formed in which all join, with the exception of 
one little girl who kneels in the center of the ring The 
children then dance round her, chanting (tunelessly) the 
following verse: 
Little Sally Waters, sitting in the sun, 
Crying and weeping for a young man. 
Rise, Sally, rise, wipe off your eyes, 
Fly to the East and fly to the West, 
Fly to the very one that you love best 
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When they come to the words, “Rise, Sally,” the child 
in the center rises and chooses another from the ring. 

The last two lines are then chanted, and the two children 
in the ring dance round and bow to each other. 

“Sally” then joins the ring, the second child becomes 
“Sally” and remains in the circle, and the game keeps on as 
before until all the players have acted the part of “Sally.”’ 


SOLDIER BOY 
6 to 20 players 
One child acts as captain and marches ahead, carrying & 
flag or a stick. The children fall in line behind him. This 
game will be more fun if the children wear paper soldier 
hats and one of them beats a drum or a tin can. As they 
march, the children sing: 
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Soldier boy, soldier boy, where are you going, 
Bearing so proudly the Red, White, and Blue? 

I’m going where country and duty are calling, 
If you'll be a soldier boy, you may go too. 


After they have sung this verse, the captain leads his 
file around in a curve so as to face some one of his “soldiers.” 
He salutes this one, and this child now becomes captain 
and leads the line. 


- 
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The game goes on until all in the circle have been chosen 
to be captain. At times the captain may make motions 
which the others should imitate, such as folding his arms 
as if carrying a knapsack, blowing an imaginary. trumpet, 
playing an imaginary drum, etc. — 

When I Was a Young Girl. See p. 43. 


WHO STOOPS LAST, or Leaves Are Green 


Any number of players over 10 
Ring a Ring o’ Roses, or Ring Around a Rosy 


Leaves are green, the nuts are brown, They hang so 


fros - ty wea-ther, Then they will all come down to-geth -er. 


The players join hands and form a ring. They dance 
around in a circle in time to the music. As the last words 
are sung they all stoop to the floor to represent the falling 
nuts. The one who stoops last is out. The game keeps 
on until only one is left. 

In another variety of this game the last words said are 
these: 

The one who stoops last, 
Shall tell whom she loves best. 


The one who stoops last then stands in the center, and is 
the “rosy,” or rose tree, and chooses who shall take her 
place. 


88 SINGING GAMES 


Another tune to which this game is played is Ring a 
Ring o’ Roses. 


1. Ring a ring o’ ro- ses, A pock-et-fullof po-sies; A 
2. Ring a ring o’ ro-ses, A pock-et-fullof po- sies; A 


~— 
curt-sy here and a curt-sy there,And a curt-sy all to-geth-er. 
techoo... anda tchoo... Andwe'llall fall down. 


The children dance round in a ring, holding hands. At 
the word ‘‘curtsy” they bow to right, to left, and to the 
front. Then they sneeze ‘‘Atchoo” and fall on the floor. 
If the ground is very wet or muddy they will bend the 
knees instead of falling flat. 


Widower. See p. 41. 


nes 


ame is meant here not a game in which 
ere is no noise, but one in which there is no chasing. 
Most of the games mentioned in this chapter are indoor 
games, and are suitable for children’s parties. 


AROUND BALL 
10 or more players 

Equipment: Two basket balls, or two dumb-bells, or two 
bats. 

The children form in two equal circles, each circle having 
a basket ball or a dumb-bell or a bat. Each circle has a 
captain. as 

At a signal, each captain passes the hall quickly to the 
person on his right and so on until it comes back to the 
captain, who calls out ““One!” and without stopping passes 
the ball on again. 

This is repeated until the captain calls out “Five!” at 
which he raises the ball high over his head as a signal that 
his team is through passing. ‘The side that finishes first 
wins. 

A good game to encourage teamwork. 

Ash Can Ball. See p. 94. 


AUCTION 
Any number of players 
Equipment: Favors and peanuts. 
Small gifts or favors, one for each child, have been wrapped 
in parcels of different sizes and placed upon a table. Each 
(89) 
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child is given fifteen peanuts, which represent fifteen dollars. 
The children are seated about the table and the “auctioneer” 
stands beside the table. He takes up each article in turn 
and asks for bids upon it. He cautions the ‘‘purchasers” not 
to spend all their money at once. On the other hand, if 
the ‘‘purchasers”’ make too small bids they may not secure 
any of the articles. Each article is sold to the highest 
bidder. 

At the close of the auction the “auctioneer” announces that 
no ‘purchaser’ will be allowed to keep more than one article, 
and that he must choose which one he will retain before 
any of the parcels are opened. The left-overs are divided 
among the children who did not succeed in winning any 
purchase. All are of the same value, some are funnier than 
others, so no one is disappointed. 


BAG AND STICK, or Candy Hunting 
Any number of players 
A bag of candy is hung from a cord in the middle of the 
room. A player is blindfolded and given a stick and told 
that he may have one, two, or three shots at the bag. If 
he misses, another one tries, and so on. When the bag is 
hit and breaks, all the children scramble for the candy. 


BALLOON BALL 
2 or more players 

A toy balloon or a soft, worsted ball is used. 

The children line up in two equal rows facing each other 
and as far apart as the balloon or a ball may be easily thrown. 
Behind each row is a string or rope fastened to the walls 
or to tree trunks or to poles driven in the ground, about six 
feet high. The object of the game is for each side to throw 


1 

‘ 
4 
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the ball over the cord so that it will land on the opposite 
side. Whenever a side can do this, one is added to its score. 
At a signal, any player tosses the ball into the air, and 
it is tossed back by the player on the opposite side to whom 
it comes nearest. It must be kept in motion all the time. 
If the ball is broken; if a player strikes it with his fist instead _ 
of his open palm; if a player moves more than one foot WD 
from his place; or if the ball falls to the ground, one is taken 
off the score of the side which makes any of these fouls. 
The game is won by the side that first makes an agreed / 


number of scores first. \) (\ 


THE BARREL AND THE BELL Ms 
4 to 10 players 

A barrel is placed upside down in the middle of the field. x 
Upon this has been placed a school bell, the kind that can Pf) 
be rung by being hit on the top. The'gne who is chosen ~ 
to play first is handed a stick, such as,a lath or a canoe 
paddle. He stands facing the bell at such a distance that 
he could touch the top of the bell with his stick. He is 
then blindfolded and whirled around three times and told 
to try to ring the bell. He may try three times. Each 
player has three turns. The largest number of rings for 
any one player wins. 


BEAN BAG GAMES 
2 or more players 


Faba Gaba, or Fifty or Burst 
Bean Bag Throw 

Ash Can Ball 

Hurly Burly Bean Bag 

Bean Bag Bowling 


Bean bags should be made of strong, bright-colored 
material, six by eight inches in size. Half fill each bag 
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with dried beans and overhand the top. Or, cut two 
circles six or seven inches in diameter. Sew together on 
the wrong side with a seam one-fourth of an inch. Then 
cut in the center a small circle an inch in diameter. Turn 
the bag inside out, fill very loosely with beans and overhand 
the small circular opening with close, strong stitches. 

There are several games to play with bean bags. In one, 
the children stand in a circle with one in the center who 
throws the bag to each in turn all around the ring, or else 
he tries to catch a player napping by throwing it to someone 
out of turn. 

This may be varied by having children stand in a row, 
when the leader throws to each in turn. Or, children stand 
in opposite rows, and everyone in one line has a bag which 
each throws in unison to the child opposite. These, in 
turn, throw back in perfect rhythm. Vary again, by toss- 
ing into the air in unison. 

Another bean bag game, Faba Gaba, for older boys and 


girls, is played in this way. Get a thin board or a heavy 


piece of pasteboard three feet long and two feet wide. In 
this cut five holes, each six inches square. Place a number 
beside each hole. Then 
raise one end of the board 
about nine inches, by plac- 
ing it on a pile of books, a 
footstool, or the round of a 
chair. 

Standing ten or twelve 
feet from the slanting 
board, armed with six bean 
bags, let each player in 
turn try to send the bean 

! bags through some of the 
Bean Bag Board five holes. Each player 
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may claim the numbers through which the bags fall. 
Thus, if two went outside the board, two through the hole 
marked 10 and two through 20, the player’s score would 
be sixty. Sometimes ten is deducted for every bag that 
falls on the floor without going through a hole. 

When this game is played by small children they should 
stand near the board. 

The board should be very smooth so that the bean bags 
will slip easily through the holes or even over the edge of 
the board, if the player is unlucky enough to miscalculate 
the throw. 

Fifty or Burst. Whichever team scores just fifty points 
first wins, but if either scores even five more than fifty the 
game “bursts,’’ and must begin all over again as if there 
was no score at all. 

Bean Bag Throw. There should be six or eight players 
on each side, and as many sides as necessary to give all 
the children a chance. A small ring is drawn on the ground 
or floor, measuring from twelve to eighteen inches in diam- 
eter, opposite each group of players, who are lined up in 
single file. Each row has an equal number of bean bags. 
The leader of each row is at a starting line about ten or 
fifteen feet in front of his row, and six feet from his circle. 

At a signal, the leader of each row throws each of his 
bean bags in turn toward the circle and scores one point 
for each bean bag that lands within the circle. Any bean 
bag that touches the circle does not count. This player 
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then picks up the bags and runs back to the rear of his 
line, giving the bags as he passes to the front player of his 
row, who has now moved up to the starting line. 

All the players throw in turn. The line wins which has 
the highest score when all have thrown. A scorer may 
be appointed for each side, or each captain may score for 
his own side. 

Ash Can Ball is so called because an ash can or any other 
receptacle of about the same size and shape is used for the 
target. The players line up as for the last game. As the 
forward player comes up to throw into the can half a dozen 
lines are scratched between him and the can about a yard 


STIR | | ate it 


He shoots from the front line first. If he gets his bag into 
the can, he steps back to the next mark and shoots from 
that, and so on. Where he fails is his mark for his next 
shot. It is of course most creditable to be one of those who 
is shooting from the most distant mark. 

Hurly Burly Bean Bag. The players are seated in a 
schoolroom, in several files, with a bean bag in the hands 
of the one in front in each file. 

At a signal, each front player takes the bag and tosses 
it. up and back over his head. The player behind him must 
clap his hands after the bag is thrown and then catch it, 
or pick it up, and do the same with it. The rear player, 
on getting the bag, hops down the aisle to the front of the 
room, and there executes some movements previously 
agreed upon; while he is doing this, all the other players 
move back one seat. When he has finished the movement, 
the player from the rear takes the front seat and begins as 
at first. 


FOR LITTLE CHILDREN 95 


This continues until the player who was in the front seat 
reaches it again, and puts the bag on the desk as in the 
beginning. The row doing this first wins. 

Before this game is over everyone will be laughing. 

Bean Bag Bowling. The players in turn take two shots 
with bean bag over a threshold and at a semicircular score- 
board chalked on the floor on the farther side. The scores 
are marked on a series of concentric curves. é 


BEHIND THE CHURCH DOOR 
6 or more players 


Says one child to the others: “The first one who laughs, 
or grins, or shows his teeth, gets three pinches and three 
knocks.” If he can make anyone laugh or smile without 
touching him, he gives him what he has promised, without, 
of course, hurting the other child. Then the other child 
takes his place. 4, 


” 


BLANKET GUESS 
Many players 


Equipment: Two blankets. / 

The players are divided into two equal sides. Each side 
has a blanket. One person is chosen from each side to 
hold the blanket in front of him, and at the same time to 
try to hide from the one who has been chosen by the other 
side who has a blanket. Each player tries to find out who 
is behind the other blanket without being found out him- 
self. They may push each other and chase each other, but 
neither one may touch the other with his hands. The one 
who first guesses who the other one is makes a score for 
his side; then someone else is chosen. 
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BUN RACE 
6 to 20 players 
As many buns as there are players are tied by string to a 
clothesline somewhat loosely suspended across the room. 
The boys are lined up, with their hands behind their backs, 
to eat the buns. As soon as one boy gets a good bite he 
causes the line to hop up and down so that it becomes 
difficult for the others to get their teeth into the food. The 
one who first finishes his bun, whether he eats it from the 
string or from the floor, wins. 


BLOWING OUT THE CANDLE 
6 to 20 players 

A lighted candle is placed at about the height of a child’s 
head. The child stands two feet from it, facing it, and after 
he has been blindfolded is turned around three times, and 
told to take a certain number of steps and blow the candle 
out. If he takes the wrong direction, as very likely he will, 
he may have to be brought back and told to start again. 


BUTTON, BUTTON 
Any number of players 

See also Pebble Chase (p. 154). 

Equipment: A button. ; 

The children sit in a circle, with the palms of their hands 
pressed together. One child has a button pressed between 
the palms of his hands. He walks around the circle pushing 
his palms between the hands of each child. He slips the 
button from his own hands into the hands of some child, 
without letting the other children see to whom he has given 
the button. When he has gone around the circle, he chooses 
another child to guess who has the button. 


SS = 
@ Bb WING oul 
the candle. 


FOR LITTLE CHILDREN 97 


If the one who is trying to guess, guesses correctly, he - 
takes the button and goes around. If he does not guess 
correctly, the one whom he thought had the button opens 
his hands to show that he has not the button, and-then this 
one who has just opened his hand becomes the guesser. 
And so on, until the button is found. 

This is a good game to give us a rest after the more active 
games, and it teaches us to keep alert and to watch carefully. 


BUTTON TIDDLEY 
Any number of players 

Equipment: Six buttons for each player. 

A name given by Patten Beard to a variety of Tiddley- 
winks played with flat buttons. 

Each player has five buttons and a shooter, which is a 
larger button. Each player’s buttons should be distin- 
guished from those of the others, either,in color or by a 
bit of colored thread passed through a buttonhole and 
tied. Each player places his five buttons in a row, about a 
foot from an open box. At a signal, all-snap their buttons 
with their shooter toward the box. Each plays as fast as 
he can. The first who gets all his buttons in the box wins. 

The game may be played on the floor or upon a table 
covered with a cloth. No one must touch a button with 
his hands unless it slips off upon the floor from the table. 

Quick action and close attention are needed to win in 
this game. 

Candy Hunting. See p. 90. 


CATCH BASKET 
Any number of players up to 10 


Equipment: A waste basket and a soft ball. 
The players are divided into two sides who stand in one 
circle, the captain of each side being in the midst of his 
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side. In the center is a waste basket on top of a desk, 
table, or stool. The players in turn, on each side, leaders 
first, throw a bean bag or a rubber ball into the basket. 
The umpire stands beside the basket and returns the bag 
or ball after each throw. Each successful throw counts one 
for each side. The game ends when all the players have 
thrown. The larger score wins. 
Catching the Wand (or Cane). See p. 110. 


CHASE THE ANIMALS ROUND THE CIRCLE 
Any number of players over 5 
Fox and Squirrel 


The ‘‘animals” are bean bags, balls, blocks, or any other 
small playthings that may be handled easily. 

The children sit or stand in a circle. The leader collects 
all the “‘animals” on a chair or in a waste basket. One 
“animal,” to which the children give a name, starts to 
“run,” that is, to pass around the circle. As soon as “ he” 
has got back to the starting place “he” runs again, while 
the leader sends a second ‘“‘animal,” to which the children 
give a name, after ‘‘him.’”’ Some players try to keep the 
first “animal” from being caught, and others to make the 
second “‘animal’’ catch the first. , 

The game may be made more difficult by gradually 
increasing the number of ‘‘animals” sent around the circle, 
and by making them as varied in shape and size as possible. 

Fox and Squirrel. The chairs are put in two long lines, 
facing each other, so that when the children sit down, the 
two sides face in two rows. 

At the top of the lines one player has a bean bag and the 
opposite one has a soft ball. The bean bag is called the 
“squirrel” and the ball the “fox.” At a signal, the player 
having the “fox’”’ hands it quickly to the one holding the 
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“squirrel” and the one who has the “squirrel” hands his 
ball to the one who has just passed him the ‘‘fox.” These 
two pass them down the line to the next two, who do the 
same. - 

The plan is to pass the ball and the bag, zigzag across. 
One side wants the “fox” to overtake the ‘“‘squirre ,” and 
the other side wants the ‘“‘squirrel’”’ to escape. The line 
that finishes first wins. 

~~ After playing this a while, the seats may be pushed back 
so that there will be a little more space between them, and 
the ball and the bag may be tossed instead of passed. 

This is a lively game, and children are very fond of it. 
It helps them to be alert and quick and to control their 
hands. If one drops the ball or bag, then time is lost and 
that side is likely to lose. 


CHICKEN MARKETS, or Honey Pots 
Any number of players over 6 

One player is chosen to be ‘market man’? and another 
“buyer.” The rest of the players are ‘‘chickens.” They 
stoop down in a row, clasping their hands under their 
knees. The “buyer” comes up to the “market man’ 
asking, ‘‘Have you any chickens for sale?” The “market 
man” answers, ‘Would you like to see and try them?” 
Then the ‘“‘buyer”’ goes up to different “chickens’’ and tries 
them by tickling them. The “buyer” pretends that he is 
not satisfied with some of the “chickens,” saying, ‘‘This 
one is too fat, this one is too lean,” etc., until at last he 
fnds one that suits him. The “chickens” are supposed to 
go through all this without smiling. 

When a “‘chicken” seems to be “‘all right,” the “‘buyer”’ 
and the ‘market man’”’ take him by the arms, one on either 
side. He stays in his first position, with his hands clasped 
under his knees, while they swing him forward and back- 
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ward three times. If he does not loosen his clasped hands 
he is supposed still to be “‘all right,” and the “buyer” 
takes him, and puts him off to the opposite side of the 
ground floor. The game keeps on until all the “chickens” 
are sold. Any who smile have to pay a forfeit or are out of 
the game. 

Honey Pots is a simple form of this game. One child is 
the “‘honey merchant,’ and the other one is buying honey. 
The rest are “honey pots.”’ They squat down with their 
hands clasped under their knees. The “merchant” and 
the “‘buyer”’ take each “pot” by its two arms and swing it. 
If the “honey pot” breaks its hold, ‘‘the honey is poor.” 
Each child, of course, tries to be a “good pot of honey.” 


CLAP IN, CLAP OUT, or Hiss and Clap 
Any number of players over 6 

This is an excellent party game. 

One of the company goes out of the room, while the 
remainder of the players decide among themselves which 
one of them he shall kneel to. When this is settled upon, 
the person who is outside is allowed to enter, and he kneels 
in front of the player he thinks the others have chosen. 
If he should make a correct guess, the company clap their 
hands, and the person to whom he knelt goes outside. If, 
however, the guess is incorrect, the company hiss loudly, 
and the guesser has to go outside, come back, and try again. 

There will be more amusement if, when a boy is sent out 
of the room, a girl is chosen as the person to whom he has 
to kneel; and a boy if a girl be outside. 


COLORS 


10 or more players 


Outdoors this game is usually played on the doorstep of 
a house. Two children stand at the foot of the steps. One 
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is the “‘good angel,” and the other the “bad angel.”’? The 
other children, of whom one is the“‘mother,’’sit on the steps. 
All these children except the “mother” take a color for 
their names. First the ‘good angel” steps forward and 
holds this dialogue with the “mother”: 

“Who's knocking at the door?” ‘ 

“The angel with the golden star.” 

“What do you want?” 

“Red” (or any other color). 

If any child has been named ‘red,’ he comes down the 
steps and joins the “good angel.” The “good angel’? may 
then call again. But, whenever the “good angel”’ fails in 
naming a color that has been given to any child, the ‘‘bad 
angel’ comes forward, and holds the same dialogue with 
the “mother,” except that the “‘badsangel”’ addresses the 
“mother” by calling himself “the angel with the pitchfork. ”’ 
When all the children have been divided, the ‘‘mother”’ is 
asked the questions, and goes to one side or the other, and 
the game ends with a tug of war between the two sides. 

A good game to play at sunset. 


DITTO 
Any number of players 
The players sit close together in a circle. Whatever the 
leader does the others must do, beginning at the left. If 
he pulls the hair of the next player, or pokes his ribs, the 
others must imitate him, but no one must laugh or smile. 
Whoever fails to keep a straight face drops out of the game. 
Do This, Do That. See pp. 18, 109. 
Faba Gaba. See p. 92. 
Fifty or Burst. See p. 93. 
Flying Ball. See p. 38. 
Fox and Squirrel. See p. 98. 
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Hiss and Clap. See p. 100. 
Honey Pots. See p. 100. 
Hot Ball. See this page. 


HOT POTATO, or Hot Ball 


Any number of players over 6 
Poisoned Bean Bag 

Equipment: A soft ball or a bean bag. 

Children under ten like this game very much. 

The players can sit on the ground in a circle or in their 
seats (if indoors). An indoor baseball, or a knotted hand- 
kerchief, or a bean bag is the ‘‘potato.”’ 

A “make-believe” oven, in which to “bake” the “potato,” 
is formed by holding the hands around the ball on the 
ground. One player, who is “It,” “heats” the “potato,” 
or bean bag. After he holds the ‘‘potato”’ in his hands for 
a few seconds, it is supposed to be very hot. He then bats 
it with the palm of his hand across the circle on the 
ground. The player nearest to whom it rolls must bat it 
quickly across the circle to someone else. No one must 
pick up the “hot potato,” or hold it in his hands, even for 
a second, for fear he will ‘‘burn his fingers.” If the one 
who is ‘‘It” can tap any of the players while the “potato” 
is touching him, that player becomes “It.”’ 

Poisoned Bean Bag. ‘The one who is “‘It”’ stands in the 
center of the room, while the others sit on the floor in a 
circle around him. ‘The game is played with a bean bag. 
The bean bag is “‘poisoned,”’ so that nobody dares to hold 
it. The children keep throwing it to each other, especially 
when “It” is near. If “It” can touch the bean bag while 
it is in the hands of anyone, that one becomes “It.” Also, 
if the bag lands on the floor while it is being thrown, and the 
one who is “It” can pick the bag up before the one does 
who threw it, the thrower becomes “It.” 
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HUNT THE SLIPPER 
Any number of players over 10 
Slipper Slap 
Equipment: A slipper 
In this game the players sit in a circle, and a slipper is 
passed from hand to hand under their lifted knees. The 
one who is “It” first flings the slipper into the ring 
and says: 


= 


Cobbler, cobbler, mend my shoe, 
Have it done by half past two. 


He then goes out, and comes back at once to hunt his 
slipper. He must keep outside the ring and try to find the 
one who has hidden it. Occasionally the slipper is tapped 
on the floor to give him an idea where it is. The one from 


whom he finds it goes out next. ai 
This game was played by the Greek children two thousand 
years ago. 


Slipper Slap is played with a slipper or with a thick piece 
of cardboard cut about the size and shape of a slipper. 

One player stands in the center, the others stand in a 
circle, shoulder to shoulder, so near that the center player 
cannot see what is going on behind their backs. The 
players then pass the slipper from hand to hand behind 
their backs, trying when he is not looking to slap the one in 
the center with it. Whosoever does this puts it behind 
his back quickly again, and passes it to the next player as 
soon as possible, so that he may not be caught with the 
slipper in his hand. The players may pretend to pass the 
slipper, or make a move with their hands as if to slap him, 
so as to fool him. If the center player can catch one of the 
circle with the slipper in his hands, he changes places with 
that player. 

Hurly Burly Bean Bag. See p. 94. 
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I SAW 
Any number of players 


The children stand wherever they will. The leader asks 
one of them, ‘What did you see?” This one answers, 
mentioning some action which he and the others can imitate. 
For example, he says, “I saw a horse trotting down the 
street.”” Then he trots around the room while the others 
follow him. The leader then asks this question of someone 
else, and the second one gives a different answer and starts 
an action which the others imitate. 

Here are some good answers: 


I saw a butterfly flying over the flower beds. 

I saw a man walking up the street pushing a cart. 
I saw a drum major leading a band. 

I saw a lame chicken hopping. 


Another way to play is for the child who is asked a ques- 
tion not to make an answer but to start some action, while 
the others guess what he means before they imitate him. 


I SEE 
Any number of players 


The children are seated in a circle. The leader looks 
around and then says, ‘‘I see something that is red.”” The 
other children look and guess what it is. The one who 
guesses right finds some article in the room of some other 
color and says, “‘I see something that is green.” Whoever 
guesses right becomes the leader. 

Another way to play the game: 

The leader begins by saying, ‘“‘I see something made of 
iron.’ Ags soon as anyone guesses right, he becomes the 
leader, and chooses something made of some other metal 
or material for the other children to guess. 
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Still another way to play the game: ~ is 

The leader says, “‘I see something, the first letter of which 
is ‘a’”’ (for example, “‘apron”) and the other children guess 
what it is. The child who guesses correctly chooses some- 
thing in sight that begins with the letter “b,” and so on. 

This game helps us to notice colors and materials, and 
to think and speak quickly. 


INTRY MINTRY 
Any number of players 
Intry, mintry, peppery corn, 
Apple-seed and apple-thorn! 
Wire, brier, limber, lock, 
Three geese in a flock, 
One flew east, one flew wésty. 
One flew over the cuckoo’s nest. 
You're It! 

All of the children kneel about the leader, who is seated, 
with right hands raised. The leader repeats this well- 
known counting-out rime, and as he does so touehes a 
finger of one of the children at each syllable. He recites 
the rime rapidly, and tries to snap the finger upon which 
the last syllable falls, so each one must be alert to pull his 
finger away before it is snapped. 


JACK IN THE BOX 
Character: This is a game involving imitation and mental 
alertness. 
Use: When a leader has a short time for a lively humor- 
ous game that does not take long to learn, this game may 
be used. Any number of players may participate. 


Equipment: None. 
Organization: Players stand where they can see the leader. 
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Description of Method: The leader of the game gives the 
command “‘Jack in the Box,” all the players then bend their 
knees a full deep bend. The leader then gives the command 
“Jack out of the Box” and all the players straighten their 
knees and come to an upright position. After they have 
executed these commands for a few times the leader then 
explains that whenever the word “Jack” is left out of the 
command all are to remain in the position in which they 
happen to be; ie., if they have bent their knees they 
remain in that position at the command “Out of the Box,” 
but they must move if the word “Jack” is added. The 
leader tries to deceive the players by assuming the next 
position himself when leaving the word “J ack” out of the 
command. 

The object of the game is not to be caught imitating the 
leader except when the word “‘Jack’’ is put in the command. 
The object of the leader is to catch as many players as he 
can. When anyone is caught moving at the wrong time 
he is out of the game. The player who remains longest 
in the game wins the game. 

The Lost Child. See p. 111. 


MAGIC MUSIC 
Any number of players 

In order to play this game, the players must have a 
thimble or a cork or some other small object. 

One player is sent from the room, and while he is gone 
the rest hide the thimble. After it has been hidden, 
the one who has been sent out, comes back and hunts for 
the thimble. While he is doing this, the rest sing, or 
clap hands, doing it softly when the hunter is far away 
from the thimble, and more loudly as he comes near to it. 
A piane may be used instead, but it is more fun to clap 
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hands or sing. As soon as he has found the thimble, he 
chooses another child to go out. a 
This game teaches the players to use their eyes. 

My Lady’s Toilet. See p. 110. 

Pass the Ball in a Circle. See p. 38. 


PASSING THE BEAN BAG 
Any number of players over 12 

Equipment: Two bean bags or soft balls. 

The children stand in a line, or if there are many, in two 
or more equal lines. Each line passes a bean bag as rapidly 
as possible, from the head of the line to the foot and back 
again. There may be different rules for passing; the bag 
may be passed only by the right hand, or by the left hand, 
or by both hands, or it must be touched to the floor by each 
player before being passed, etc. “ie 

If there is more than one line, the line which passes it 
down and back first wins. If the bean bag is dropped or is 
not passed according to the rules, it must go back to the 
head of the line and be started again. 


PEANUT HUNT 
Any number of players 
The object is to gather peanuts which have been hidden 
in every nook and corner, in the sofas and chairs, under 
bric-a-brac, on mantels, and behind doors, etc. Each 
hunter is given a dish or a cup. As fast as the peanuts are 
found they are placed in the cups. When the hunting has 
kept on long enough the hunters are recalled to the room 
from which they started, and each hunter counts his peanuts. 
The winner is the hunter having the largest number of 
peanuts. 
Pebble Chase. See p. 154. 
Poisoned Bean Bag. See p. 102. 
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RING MASTER 
10 or more of players 

Equipment: A whip or a handkerchief. 

The “ring master” stands in the center of acircleof players, 
flourishing a short whip or a knotted handkerchief, as the ring 
master in a circus does. He names each of the players for 
some animal. Then he goes around the circle snapping his 
whip, and calling the name of each animal in turn. Each 
“animal” at once walks into the center, and makes the 
movements and the noises of the animal for which he is 
named. He may gallop and neigh as a horse, or bray as 
a donkey, or flap and bark as a seal, etc. Whenever 
the ‘ring master” cries, ‘‘Circus parade!” all the ‘‘ani- 
mals” fall in line and move about, making the motions 
and noises that belong to each. 


RING ROPE 
Any number of players over 12 

The ends of a long rope or cord are tied together, and the 
children stand round holding it with both hands, with their 
knuekles upward. Two or three of the other children walk 
round inside and try to tap the knuckles of those who are 
holding the rope. When one fears he will be tapped he 
drops the rope. If they catch anyone, that one has to come 
inside and the one who tapped his knuckles goes outside the 
rope. 


SIMON SAYS 
6 or more players 


I Say, ‘Stoop!’ 
Do This, Do That 
Wee Bologna Man 
One child is chosen to be Simon. The children are seated 


in a circle, or around a table. All the children hold their 
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fists flat with their thumbs pointed out. Then says Simon: 


; FOR LITTLE CHILDREN 109 


“Simon says, thumbs up,” or “Simon says, thumbs down, ts 
or “Simon says, thumbs wiggle waggle,”’ and does with his 
thumbs what he asks the others to do. All must do as he 
says, but if he leaves out the word ‘‘Simon,”’ and any players 
do what he says, those players are out. The first player 
who makes a mistake must become Simon next time. 

I Say, “Stoop!” The players stand in a circle, and in the 
center stands the leader. The leader says, quickly, ‘I say, 
stoop!”’ and stoops and rises again at once. The players 
all stoop. But when the leader says, “I say, stand!” but 
at the same time he stoops instead, then the rest must 
remain standing. Anyone who makes a mistake and stoops 
when the leader says, “‘I say, stand!” is out of the game, 
and steps out of the circle. The object is to try to stay 
in the circle as long as possible. sali 

This game helps us to be attentive, to think and act 
quickly. 

Do This, Do That, is like I Say, “Stoop!” with greater 
variety. The leader makes a movement, at the same time 
saying, ‘‘Do this,” or “Do that.” If he says “Do this,” 
all the players must imitate, but if he says “Do that,” they 
must stand still. Any movement or exercise may be used. 
Those who are caught sit down. Leaders may be changed 
occasionally. 

Wee Bologna Man. ‘The leader stands in front of a curve 
of the other players and says: 


I’m the wee bologna man. 
Always do the best you can, 
To follow the wee bologna man. 


The leader now imitates by motions the acts of different 
players in an orchestra, playing a fife, playing a fiddle, beat- 
ing a drum, etc. All of the others must imitate him. He 
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changes rapidly from one imitation to another, and whoever 
does not at once follow him is out 


Slipper Slap. See p. 103. 


SPIN THE PLATTER 
Any number of players over 6 

My Lady’s Toilet 

Catching the Wand (or Cane) 

Equipment: A waiter’s tray. 

The children stand or sit round in a large ring, and one 
player stands in the center with a tray or platter. He spins 
the platter, calling out the name of someone to catch it 
before it has finished spinning. He then spins it and calls 
upon someone else. Older people sometimes wonder why 
so simple and aimless a game should be such a favorite with 
children. Probably because it is full of surprise and 
action. 

, My Lady’s Toilet. Instead of calling the names of the 
players while spinning the platter, the one who is “It”’ calls 
out the names of different articles of a lady’s dress for which 
the players have been named, such as slippers, gloves, neck- 
lace, bouquet, etc. Make these words into a story. 

Catching the Wand. One player stands in the center of 
the circle with his right forefinger holding the top of a cane 
perpendicular to the floor. He numbers all the players. 
Whenever he calls a number the person whose number is 
called must run forward and catch the cane before it lies 
on the floor. If he fails he runs back to his place in the 
circle. If he succeeds, he takes the place of the centez 
player. The player in the center may make more fun by 
calling the numbers out of order, and repeating a player’s 
number who is not expecting it. 


Wee Bologna Man. See p. 109. 
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IV. ACTIVE GAMES FOR LARGER CHILDREN 


The elaborate Spalding handbooks are available for 
those who wish official rules for playing the great Ameri- 
can field games, but the games described in this chapter 
are, many of them, excellent introductions to the college 
and professional games, and good practice even for Olympic 
contests. 

All Up Indian Club Relay. See p. 166. 
All Up Relay Race. See p. 165. 
Ante-Over. See p. 142. 


APPLE RACE 
Not over 6 players 
Each player races from the start to the goal with an apple 
on his head. The apple must not be touched with the hand, 
and. anyone whose apple falls off his head must start all 
over. In practice, this has been found so difficult, and 
therefore becomes so tiresome, that the use of bean bags is 
recommended instead. 
Arch Ball. See p. 167. 
Automobile Race. See p. 167. 


BAG PILE 
More than 10 players 

Equipment: A lot of bean bags. 

There are two equal sides, which form in line facing each 
other. At the top of each line is a pile of from ten to fifteen 
bean bags, which are to be passed down the line. At a 
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signal, the first player on each side takes one bag and passes 
it down the line, then the other bags, as rapidly_as possible. 

The last player in each line, when he gets the bag, lays 
it on the floor or ground in front of him, and as each bag 
reaches him, he piles it on the first one. Only the first 
bag may touch the floor. The pile must stand alone, and 
the player who stacks the bags must have no help in stack- 
ing them. If any bags should fall over at any time, the 
player who is stacking them must pick them up and pile 
them all over again, of course with his line waiting. 

The side wins the round which first succeeds in getting 
all its bags stacked. The one who first stacks the bags 
then carries them to the top of the line and passes them for 
the next round of the game. The team which wins five 
rounds first beats. 

When this game is played with clothespins instead of 
bean bags, it is great fun, because it is so much harder to 
pass the clothespins without dropping them and to stack 
them up without their falling over. 


BARLEY BREAK 


20 or more players 
Chinese Wall 
The ground is divided into three equal squares, each from 
ten to thirty feet square. The middle one is called “the 
barley field.”’ All of the players are divided into couples. 
One couple stays in the “barley field” with their arms 
linked. ‘The others choose which of the squares shall be 
their ““home.”’ From this they run into the “‘barley field,” 
crying out daringly, “Barley break!” These other couples 
do not join arms. The couple in the center tries to catch 
either or both individuals as they venture from the other 
squares. A couple that is in the right-hand field must not 


Ww ACTIVE GAMES 


run into the left-hand field for safety, or vice versa. The 
couple in the “barley field” cannot step outside the ‘‘field”’ 
nor loosen their hold of each other. When any one of the 
outsiders has been caught he must step into the “barley 
field” and wait there until his partner has been caught. 
When all have been caught, the first couple that was caught 
stays in the “barley field” and takes the place of the couple 
that was there first. Then all the other couples go back 
to their own squares. . 


HOME BARLEY FIELD HOME 


When there are a lot of players, two couples may be 
placed in the ‘“‘barley field.” 

A variation is that, at a command from the leader, all 
the couples in the other fields change places, and those in 
the barley field chase them. 

It is a game of daring, with a penalty for not being alert. 

This game used to be played in England, at the time of 
the barley harvest, among the stacks in the grain field. 

This is practically the same game as How Many Miles to 
Babylon, except that in the latter there are two squares 
instead of three, and there is a dialogue. 

Chinese Wall. There are two parallel lines drawn across 
the center of the playground, about ten feet apart. This 
is the “Chinese wall.’”’ On each side of the ‘‘wall,” from 
ten to thirty feet away from it, other parallel lines are 
drawn across the ground. Beyond these two outside lines 
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only, the players are safe. One player is chosen to defend 
the “wall,” and takes his place within it. The other players 
stand along one of the side lines. When the defender calls 
“Start!”? all the players try to cross the “wall” to the line 
or goal beyond. The defender tries to tag as many as he 
can as they cross. He must stay within the “wall.” All 
whom the defender tags must join him. The game ends 
when all have been caught. The last one caught is the 
defender for the next game. 


’) K 


This game is, fancifully, named for the historic wall that 
crosses northern China and which is the longest wall in the 
world, but not because of its age or length, but its width. 
The ten-foot space, called ‘‘the Chinese wall”’ in the game, 
is supposed to represent the original wall, which was wide 
enough for chariots to meet on top. 

See also Animal Chase (p. 4), Black Tom (p. 157), Pom 
Pom Pullaway (p. 156), and Tommy Tiddler’s Ground (p. 
160). 

Barrel-Hoop Relay. See p. 167. 


BASKET BALL 
10 or 12 players 
No book on games would be complete without mention 
of this most popular game, which was invented thirty years 
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ago by Dr. James Naismith. He developed the game with 
the purpose of providing an indoor competitive game for 
the young men in his classes during the winter months 
when outdoor athletic activity is greatly restricted or 
impossible. 

During the years that have passed since, the game has 
developed and grown so rapidly in popularity that its 
inventor scarcely recognizes the simple game, which he 
induced his pupils to play, in the highly organized, fast 
game that is played by thousands of men, women, boys, 
and girls all over this land. 

Approximately five million persons participated either 
directly or indirectly in the game of basket ball during the 
season just passed. Even professional leagues have been 
organized and carried on successfully, and more and more 
leagues of every kind and description are being formed 
everywhere. 

The game of basket ball for boys or men is played by two 
teams of five men each, the ball being passed from one to 
another of the same side. ‘The purpose or object of each 
team is to score as many points as possible by tossing the 
ball into its own basket. At the same time the players 
try to prevent the opposing team from securing possession 
of the ball or scoring. 

The game is so highly organized and contains so many 
fine points and rules which change with every season that 
it is deemed inadvisable to place them in this book. 

For rules and regulations governing this game, the 
reader is referred to the Official Basket Ball Guide published 
by A. G. Spalding and Company. This book contains the 
official rules prepared by the Joint Rules Committee repre- 
senting the National Collegiate Association, the Young 
Men’s Christian Association, and the Amateur Athletic 
Union. 
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Girls’ Basket Ball 


The girls’ game is played by two teams of six players each, 
two forwards, two guards, and two centers, the latter being 
designated as a jumping center and a side center respectively. 

The game is played on a court which is divided into three 
equal parts, and two players from each team occupy each 
court. The object of each team is to secure possession of 
the ball and pass it to the forwards, who occupy the court 
where the team’s own basket is located, in order that these 
may take shots at the goal and thus score points for their 
team. 

The game for girls differs essentially from that of the boys 
in the following ways: 

1. Two centers instead of one; 

2. The players may not leave their, own court; 

3. Shooting with either a one-hand or overhead 
throw counts only one point if successful, because it 
cannot be guarded successfully without fouling. 

For the official rules and regulations governing basket 
ball for women, the reader is referred to the Official Basket 
Ball Guide for Girls, published by Spalding. 

Basket ball is essentially an indoor game, but many 
schools and playgrounds do not possess the floor or the 
equipment to organize a team. Yet untold pleasure can be 
provided for the boys and girls by putting up a basket ball 

‘goal on a post or a wall in the playground and providing an 
inexpensive ball. The ball and goal will be in constant use 
during recess at school or when the children attend the 
playground. 


BASTE THE BEAR 


6 or more players 


One player who has been chosen to be the ‘‘bear”’ sits 
on a stool or a chair in the middle of the room or of the play- 
9 


. nd. eet. er is chosen to be the “ 
; The: “keeper” stands by the “heas all thie tins : 
one end of a short rope about two feet long, with a knot at 
the end to give him a firm hold. This rope limits the range _ 
of both the “bear” and his ‘“‘keeper.”” The rest of the; ~ 
players stand around in a circle. a 
The object of this game is to touch or tag the “ear” — 
without being tagged by the “bear” or by his “keeper.” E 
Until the “keeper” says, “My bear is free,” no one may a 
tag him. If any player tries to tag him before the “keeper” 
says this, this player becomes the ‘‘bear.” The “keeper” 
tries always to protect the “bear” by dodging around in 
front of him. If either the ‘‘bear” or his ‘‘keeper” tags 
one of the players, the two exchange places, and the ‘‘bear”’ 
or the “‘keeper” goes back to the ring. 
A good dodging game. 


BATTLE BALL 
Boys: 16 to 20 players 

Battle Ball is one of the most vigorous and interesting 
team games of low organization, developing quickness and 
strength in throwing. It is especially interesting to boys 
about ten to twelve years of age. It is adaptable to all 
seasons of the year and to all yards. With modifications 
it can be adapted to mixed ages. . 

Equipment: A playground ball and a piece of chalk. 

Divide the players into two teams. Have them stand 
about thirty feet apart, facing. Draw a center line, and 
one just behind each group. The width of the playing 
space depends somewhat on the number, size, and ability 
of the players. Ordinarily for active boys, about three 
feet for each boy on the team; i.e., if there were ten boys 
to a team the width of the field would be thirty feet and 


FOR LARGER CHILDREN ~—sawi119— 


4 
the end ball field would answer very nicely. Lines in the 
- cement can also be used. 

The object of the game is to try to throw the playground 
ball past the rear line between the ground and shoulders 
of the opponents. Each time it passes this line it counts 
one point for the side making the throw. The opposite 
side tries to do likewise, so that the ball is quickly and 
forcefully thrown back and forth. After five or ten min- 
utes, the teams change sides. 

There should be a referee who keeps score. 

Rules: (1) Players must not cross the center line, though 
they may advance to the center line to throw. 

(2) Players may pass the ball to team mates to throw. 

(3) Throwing the ball over the heads of opponents counts 
a point for the side not making the throw, unless it was 
touched by a player, in which case it ‘eaunts for the side 
making throw. 4 

(4) For fouls the ball is given to the other side. The 
usual foul is crossing the center line. — 

Throwing should be directed to the feet. 


BEAR IN THE PIT 
Boys: 10 or more players 
Bull in the Ring 

A “bear pit” is formed by the players joining hands in 
a circle with one in the center as “bear.” The “bear” 
tries to get out under or over, or by breaking through the 
bars (clasped hands). If he gets away, all of the others 
give chase. The one who catches him becomes “bear.”’ 

Bull in the Ring is played the same way, except that the 
“bull” may not go over or under, but can get out only by 
breaking apart the clasped hands, and the only ones who 
may chase him are those whose hands he breaks apart. 

This is a rough game. 
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Bears and Cattle. See p. 160. 
Beetle Goes Round. See p. 205. 
Beetle Is Out. See p. 205. 

Big Black Bear. See p. 146. 


BLACK AND WHITE, or Day and Night 
Any number of players over 10 


Crows and Cranes 


J 
WHITE Ba BLACK 


Equipment: Handkerchiefs and a cardboard disk. 

One player is chosen as the judge, the rest being divided 
into two equal sides. Each player on one side ties a hand- 
kerchief on his left arm to show that he belongs to the 
Whites. Those on the other side are the Blacks. The 
sides stand in two facing lines on the playground. 

A board or a cardboard disk or a platter, black on one 
side and white on the other, is used for the signal. It may 
be thrown into the air or hung on a short string and twirled 
by the judge. He stands on a stool at one side or end, and 
does this. If when it falls or stops twirling the white side 
is seen, the side known as the Whites may tag any of the 
other side who are standing upright. Therefore the Blacks 
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should at once drop to the floor, as in Squat Tag, or run 
away toward their goal. If the black side shows, then the 
Blacks may tag the Whites. Any player who is tagged 
drops out of the game. As soon as the judge sees that 
those who did not squat are well under way to escape he 
may shout and throw up the board or twirl the disk and 
start the sides again. Those already caught play on the 
opposite side. 

Usually six rounds are played, when the players all 
return to their original sides. The judge makes the game 
lively by throwing the board or twirling the disk very often. 

The game has the following minor variations: 

Back to back (running looking over shoulders). 
Sitting and facing each other, before running. 
Lying down and facing, before running, etc. 


Crows and Cranes. The leader calls whichever of these 
he desires, but he trills the ‘“r,” in order to deceive them 
as to which word he is going to call. 

Blackthorn. See p. 160. 
Black Tom. See p. 157. 


BODYGUARD 
Any number of players over 10 

A small space is marked off at one end of the playground 
as the “home.” One player is chosen to be Panjandrum. 
It is supposed that he is such an important person that he 
needs a bodyguard. ‘Two other players are chosen to be 
this guard. The game starts with these three players in 
the “home” and the rest of the players in the field. These 
three start out, the two players who are the bodyguard 
holding each other’s hands, and walking in front of the 
lordly Panjandrum. The object of the game is for the 
other players to touch the Panjandrum without being 


nck a to the “home.” The 

bee een tagged changes places with the ?Panjandrum 8 
is game goes on as before. 

ss Bogey-Man. See p. 157. : 

Bound Hands. See p. 160. 
Broncho Tag. See p. 201. 
Broom Race. See p. 9. 
Bull in the Ring. See p. 119. 
Catch-and-Pull Tug of War. See p. 129. 
Cattie. See p. 155. 


CENTER BASE 


Any number of players over 10 
Crackabout 
Spud, or Speed 

Equipment: A soft ball. 

A ring is formed without joining hands and a player 
stands in the center, throws a soft ball at some child in 
the circle, and then runs away outside the circle. The 
child who catches the ball must run and place it on a stone 
that has been put in the center of the ring and then run 
outside the ring to try to catch the one who threw the 
ball. If he can tag the thrower before he runs back and 
touches the ball, he himself now becomes the one who 
throws the ball. If the thrower gets back and touches the 
ball first, then the thrower throws it again. 

Crackabout. The players stand anywhere on the play- 
ground. One boy takes a soft ball, and when he shouts 
“Crackabout!” he throws it at some other player. Who- 
ever catches it may throw it at a third, but if it falls on 
the ground everybody tries to get it, and the one who suc- 
ceeds throws it. 


‘ 
Soa 
q 


all | the rest may stand, say, fifteen feet away and aon ee 4 


Groups of about 12 players 
Equipment: A basket ball. 
There are usually about six on a side. The game is 


Ss Dy Seni h poees He Pro Sines Mee ia 
missed throws again. 

= Chain Tag. See p. 160. 

¥ CHASE BALL, or Partner Ball 

sd 


_ played with either a basket ball or a football. 


There is an agreed space in which members of both sides 
may run about. The side that is given the ball at the start 
throws it about from member to member, and tries to keep 
it in its own possession. The other side tries to intercept, 
pass, and keep the ball. All the players play for the ball, 
not for each other. No grasping of the ball out of the 
hands of a player or tackling or rough play is allowed. The 
game is played within a time limit, and scoring is not 
necessary. 

It is fine exercise and practice for basket ball and football. 


CHICKEN GAME 
2 or more players 
A Chinese game. 
Equipment: Kindling wood. 
All the children are “chickens.” 
Each child lays ten sticks of kindling wood down in a 
straight row at an equal distance from each other. All 


124 ACTIVE GAMES 


the rows laid must be the same length. At a signal, the 
players stand, each at the head of his row, and start to 
hop on one foot alongside his row from one end to the other. 
As each one reaches the end of his row, he kicks away the 
last stick with his other foot and hops back to the beginning. 
The second time he kicks away another, and so on, until 
only one stick is left. 'The one who does this first wins. 

If any child touches the ground with both feet, except 
when he is kicking a stick, he is out of the game. 


Chinese Wall. See p. 114. 


CIRCLE TAG 
et 12 or more players 
The players all stand in a circle quite a way from each 
other, and face sideways. They are numbered in groups 
of four. At a signal, each group starts to run, each player 
following the outline of the circle, but each one trying to 


iis 


— 


ee 3 

them all to run in the opposite direction. a 
4 better chance to those who have been losing ground, and 
_ makes it more lively and interesting for all. a 
Great fun for everybody. ‘ 


CORNER BALL 
8 to 24 players 

‘Character: A team game of somewhat higher organization 
than End Ball (p. 135), though it invglyes the same prin- 
ciples of throwing and catching. 4 

Use: Suited to a small number of children of equal 
throwing ability. ‘ 

Equipment and Field: A basket ball. The field is an 
oblong, thirty by forty feet, divided into two equal parts 
by a center line. Each part contains two bases, three feet 
square, in the four corners. 

Organization: The group is divided into two teams ac- 
cording to the diagram. Two members of each team are 
selected as basemen and occupy the far corners of the oppo- 
site territory. The others are guards. 

The object of the guards is to pass ‘the ball to the base- 
men of their team, over the heads of the opposing guards. 
The object of the guards is to intercept the ball in passing 
both ways. 

Officials: The game is in charge of a referee who starts 
the game by tossing the ball up at the center between two 
opposing guards. His duty is to call all fouls. 
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N es 
The game should have a score keeper to record the points 
as they are scored. 


Rules: The game consists of two halves, of five minutes 


or more each. Play is continuous during this time, except 
when a foul is called. 


oe 
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Scoring: A point is scored when a baseman catches a 
ball from one of the guards of his own team. It must be a 
fair throw; i.e., the ball must not touch the ground, wall, or 
ceiling before being caught by a baseman. If in the course 
of the play the ball rolls or is thrown off of the field, it must 
be brought back by a guard of the team whose line it crossed. 
He must put the ball in play by standing on the line where 
the ball left the field and throw it to one of the guards of 
his own team. Basemen are allowed to jump up and catch 
the ball, but both feet must land and be kept within the 
base. 

Fouls: (1) Carrying the ball (make more than one step). 

(2) Striking or touching the ball when it is in the hands 
of a player. 

(3) Holding, striking, or pushing an opponent. 

(4) Stepping out of the field with ‘ene or both feet, or 
over the center line (guards), or stepping into the bases. 

(5) Stepping out of the bases with one or both feet. 

Penalty: The ball is awarded to the guards of the other 
team. 

Crab Race. See p. 228. 
Crackabout. See p. 122. 
Crows and Cranes. See p. 121. 


CURTAIN BALL 
Any small number of players 

A curtain or a blanket is hung across the middle of the 
field about seven or eight feet above the ground, hiding 
the players on each side from each other. 

The players are divided into equal sides. The game is 
to throw a basket ball over the curtain from one side to the 
other, to be caught by those on the other side, without its 
touching the ground. No particular boundaries are neces- 
sary for the playing space. 


2 cia SAT 
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There should be an umpire for each side who stands near 
the center of the field, so as to see where the balls land that 
are thrown by the side for which he umpires. Each side 
gains one point whenever the ball that it throws touches 
the ground on the other side. The side wins that first 
scores twenty-one points. 

The fun and skill of the game is to deceive the other 
side as to where the ball is coming over, and the livelier 
the throwing the greater the fun. 


CUSHION DANCE 
More than 6 players 


Poison 
Poison Snake, or Wrestling Circle 

A circle is formed about a cushion or a handkerchief. All 
take hold of hands, and each side tries to pull another 
against the cushion. Whoever touches the cushion is out 
of the game. One may avoid this by sidestepping, by 
jumping over it, or by dragging someone else into it. 

Poison. Anyone who touches the ground within the 
circle, if with only one foot, is said to be poisoned. (This 
game may be played stopping at this point.) 

As soon as this happens, the players ery “poison”? and 
at once break the circle and run for safety to avoid being 
tagged by the one who is ‘‘poisoned.”’ Safety consists 
in standing on wood. The nearest chip will answer, but 
growing things are not counted. Any other material may 
be named as safety. Anyone caught before reaching safety 
or in changing places becomes a catcher, and when all have 
been caught the ring is once more surrounded. 

Poison Snake. The players join hands in a circle. 
About fifteen Indian clubs or tenpins or stout bottles are 
placed in the center of the circle, with enough space between 
them for the players to step into. The players then try 
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by pushing or pulling their comrades by means of their 
clasped hands to make them knock over the clubs. Any 
player who overturns a club or unclasps his hands is out 
of the game. When a club is upset it is replaced and the 
circle joins hands again. 

If there are many players, the first players who are-out 
of the first game start a “scrub circle.” The player wins 
who is left in the original circle. 

Cut the Pie. See p. 138. 
Day and Night. See p. 120. 


DEN 
Any number of players 

A game played among the trees. 

Each player is some wild “animal,” and has a separate tree, 
which is his ‘‘den.”” Any player who leaves his ‘‘den”’ 
may be tagged by anyone who has left his later. The best 
runner usually starts out first, soon “another chases him, 
and so on, until everybody is out at once. When one player 
captures another he brings him home to his “den,” and 
that one must help him catch the rest. No “animal” may 
be captured while he is bringing home a prisoner. 


DITCH PULL, or Catch-and-Pull Tug of War 


Any number of players 
Pull Stick 


A straight line is drawn across the play field. The chil- 
dren choose sides, and face each other across this line. At 
a signal, those on one side catch hold of those on the other 
by /the arm, foot, or neck, and try to pull the other across 
thé line. Any number may help the one who is pulling 
or the one who is being pulled. As soon as one has been 
pulled entirely across he must stand aside as a prisoner. 


tha « s ger I 3 
ie Pull Stick. The ville his hold of pret: off br 
_ sticks or - wooden wands. ci 


DODGE BALL 


Any number of players over 12; expert game, 12 players on 
each side 


Stand Dodge Ball 
Dodge the Bean Bag 


Stand Dodge Ball is a preliminary individual form of | 


Dodge Ball, which can be played by slightly younger chil- 
dren and aaa has the same element of skill in throwing. 

Use: Suited to comparatively few children, twelve to 

fifteen in number. Children should be graded to make the 

game interesting. Probably older girls might play this 
game profitably. 


Organizalion: 

aati He Form a circle by 

grasping hands. 

aN ry Drop hands, and 
get distance by 

“4 Is taking one or two 


vs steps forward or 
backward. (Draw 

S a circle with chalk 

if one is not 

already there, so 


py that the players 


are standing with 


both feet outside 
ma the circle. Draw 


a cirele three feet 


Dixie’s Land. See p. 160. ; cA aS : 
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in diameter in the center. A boy stands with one foot in 
this inside circle. The players on the outside try to hit 
the one in the center. 

Equipment: A dodge ball or a basket ball. 

Rules: No throw counts unless both feet of the thrower 
were outside the outer circle. The boy in the center must 
always have one foot in the center circle. When the boy 
in the center is hit, one from the outside takes his place 
until all have been in the center. 

Varieties: Increase the difficulty by making the outside 
circle larger. Tower Ball is a more difficult and more 
advanced form of the game. See p. 194. 

Dodge the Bean Bag. As fast as those who are inside 
the circle are hit by the bean bag they go outside the circle 
and are out of the game. When all have been hit the two 
parties change sides.’ Another rule that makes this game 
different from the other one is, that*no one must be hit 
above the knees. Anyone who does hit another above the 
knees must go into the circle. 

Dodge Ball is a competitive game in which skill in throw- 
ing is pitted against skill in dodging. 

Use: Suited to children from eight to ten years, to twelve 
and fourteen years, during the gymnastic-game period. 

Equipment: A dodge ball or a basket ball. 

Organization: A circle drawn on the playing space forty- 
five feet in diameter for boys, and thirty-five feet for 
girls. There are two teams of no more than sixteen play- 
erseach. At the beginning of the game one team takes the 
inside of the circle, the other taking its position on the 
outside. 

Rules: (1) The game shall consist of two halves of three 
minutes each. 

(2) The game is started by the teacher or referee giving a 
signal. 
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(3) The object of the outside team is to hit the inside team 
with the basket ball. The inside team must dodge the ball 
as long as possible. At the end of the first half the teams 
change places. 

(4) Two types of scoring games: (a) Elimination. (6) Hits. 

Elimination: When the inside players are hit they leave 
the circle. The number left at the end of the half is taken 
as the score. 

Hits: (1) As soon as the inner players is struck (by a fairly 
thrown ball) on the fly or bounce on any part of his body or 
clothing, the scorer shall mark a point for the outer team. 
The player remains in the game, and the game continues 
without interruption. If a thrown ball strikes more than one 
member of the inner team, only one point shall be scored. 
The team receiving the greater number of points at the end 
of the game shall be declared the winner. 

(2) A player in the outer team must throw from outside 
the circle. If he steps on the line or space within the line, 
it is a foul throw, and a hit from this throw cannot score. 

(3) Should the ball rebound within the circle, the player 
from the outer team must run in and get it and either toss 
it to his team mates or carry it outside the circle before 
making a throw. 

Fouls: (1) If a member of the outer team carries the 
ball within the circle in order to pass it to another member 
of his team, it is afoul. The time lost in making him return 
to his position is considered enough of a penalty. 

(2) If an inner player blocks an outer player, handles the 
ball, or in any other way delays the game, the referee shall 
allow for the time wasted. 

The referee starts and stops the game by means of a 
whistle. 

Varieties: Running with the ball. 

Boys against girls. 


ha tie 
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Fox and Chicken Dodge Ball 

Double Dodge Ball 

Captain Dodge Ball a 
Dodge the Bean Bag. See p. 130. 
Drinking Race. See pp. 228, 229. 


DUCK ON A ROCK 
Any number of players 


Each player has a can or a stone or a bean bag about 
the size of a baseball, called a “‘duck.”’ A large stone or 
post or box is chosen as the “duck rock,” and twenty-five 
feet from it a throwing line is drawn. 

One player places his “duck” on this “duck rock” and 
stands by it as a guard. All the children throw their 
“ducks” at the “duck rock.” The dtie whose “duck” 
falls nearest the “‘rock’”’ becomes the first guard. The other 
players take turns in throwing at the “duck”’ on the “rock” 
from behind the throwing line. After each throw a player 
must get his own “duck” and run “home” beyond the 
throwing line. If he should be tagged by the guard while 
trying to do this, he must change places with the guard. 
The guard may tag him at any time when he is in front of 
the throwing line, unless he stands with his foot on his own 
“duck” where it first fell. He may stand in this way as 
long as necessary, awaiting a chance to run “‘home’’; but 
the moment he lifts his ‘‘duck”’ from the ground, or takes 
his foot from it, he may be tagged by the guard. After he 
has once lifted his “duck” to run ‘“‘home”’ with it, a player 
must not again place it on the ground. 

The guard may not tag any player unless his own “‘duck’”’ 
be on the “‘rock.”? Before he may chase the thrower, he 
must pick up his own ‘‘duck” and replace it should it 


have been knocked off. This replacing gives the thrower 
10 
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“duck rock,” the thrower may have to wait ¢ at a | 
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get to it, until some other thrower has knocked the “duck” ‘% 


off the cook, ” Several players may thus be waiting at one — 
time to get their “ducks,” some of them near the “duck 
rock,” each with a foot on his “duck,” others at a distance. 
ny player tagged by the guard must change places with 
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him, placing his own “duck” on the rock. The guard 
must quickly recover his “duck” and run for the throwing 
line after he has tagged a player, as he in turn may be 
tagged as soon as the new guard has placed his “duck” on 
the “rock.” 

A stone that falls very near the ‘duck rock” without 
displacing the ‘duck’? may also make trouble for the 
thrower. Should a stone fall within a hand span (stretching 
from finger tip to thumb) of the ‘duck rock’ without 
knocking off the “duck,” the guard shouts “Span!” and 
then measures with his hands the distance between the 
“duck rock” and the other player’s ‘duck.’ If the dis- 
tance is less than a hand’s span, the thrower of the stone 
has to change places with him, put his own “duck”’ on 
the ‘“‘rock,’’ and become the guard. 
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END BALL 
20 or more players - 
Character: This is a throwing and catching game of 
basket ball that involves a great amount of jumping also. 
It is a self-starter game. 


Organization: The players are divided into two teams of 
ten each. Three basemen are chosen by each team and 
these players occupy the end zones in the opposite sides of 
the court. The remainder of the team occupies the court 
between the center line and the end zone. (See Diagram.) 

The court is a rectangle fifty by thirty feet divided in the 
center by a line. The end zones are three feet in width. 

Time: Two halves of fifteen minutes or less. 

Teams change courts and bases at the end of each half. 

Play: The ball is put in play by calling two opposing 
guards to the center and having them jump for possession 
of the ball when the referee tosses it up. This is a signal 
for the play to begin. 

Object: The object of the game is to pass or throw a ball 
from the guard to a basemen of the same team, the opposing 
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guards trying to intercept the ball and then pass the ball 
to their basemen. 

Rules: (1) When a guard and basemen get possession of 
the ball at the same time the referee shall give the ball to 
the guard. 

(2) When two opposing guards get possession of the ball 
at the same time the ball shall be tossed up in the center 
by the referee. 

(3) If the ball strikes some obstruction at the sides of 
the playing space the ball shall be given to the guard who 
would otherwise have obtained it. 

(4) Basemen must always have both feet in the box or 
end zone. They may jump up, however, to catch the ball. 

Scoring: A point is scored whenever the ball is passed 
from a guard to a basemen of the same team. (If the ball 
is touched or batted by an opposing guard it does not 
prevent a score.) 

Fouls: (1) To take more than one step when in possession 
of the ball. (A dribble is not allowed.) 

.(2) For baseman to touch the ground outside the end zone 
with any part of his body. 

(3) For a guard to step in the end zone. 

(4) For any player to cross the line, except when jumping 
for the ball. 

Penalty: The possession of the ball is given to the oppos- 
ing team. 

The Fagots. See p. 199. 


THE FARMERS AND THE CROWS 
12 or more players 
Equipment: Blocks of wood. 


There are two equal sides. The first player on each side 
is a “farmer,” the second is a “‘crow,” and so on. Each 
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side stands in a file at the head of a long, straight line drawn 
down the field by the captain of each side. The ‘“‘seed” 
which the “farmers” are about to plant consists of bean 
bags, croquet balls, or blocks of wood. At a signal, the 
first “farmer” on each side goes along his line and plants 
his “seed” two feet apart, he then runs back and touches 
the hand of the second one on his side, who is a “‘crow.”’ 
This “crow” hops over each “‘seed”’ to the end of the line, 
then turns around, changes to the other foot, and hops 
back, picking up the ‘“‘seeds” on the way. He then hands 
these to the next one, who is a “farmer,”’ who imitates the 
first “farmer’s” play. At the end of his play, each one 
goes to the end of his line. The side that finishes first wins. 
If the game is played again, the “farmers”’ and ‘‘crows”’ 

change places. 

Fetch and Carry. See pi’168. 

The Fish Game. See yj 141. 

Fliimsack. See p. 205., 


FOLLOW CHASE 
10 or more players 

This is an Italian game. 

The players stand in a circle with arms stretched side- 
ways, resting on each other’s shoulders, thus making a wide 
distance between. One player is chosen to be runner and 
one to be chaser. The game starts with the runner standing 
in one of the spaces under the outstretched arms of the 
players and the chaser in the same sort of position on the 
opposite side of the circle. Ata signal from a leader, both 
start, the runner weaving in and out between the players 
or dashing across the circle in any way that he sees fit, but 
the chaser must always follow where he went. If the runner 
is caught, he joins the circle. The chaser then takes his 
place as runner and chooses another player to be chaser. 
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The leader (who may be one of the players) may close 
the chase if it becomes too long, by calling ‘‘Time!”” when 
both runners must go back to their places in the circle. 
new ones taking their places. 

A very pretty game. 


Foot Race. See p. 227. 


FOX AND GEESE, or Fox Trail, or Half Bushel, or Cut 
the Pie 


Any number of players 


Minnesota school children call this game Cut the Pie. 
New England children used to call it Half Bushel. 


It is usually played in the snow, but, lacking snow, there 
is no good reason why one should not mark out a big wheel, 
with lime or chalk, on the asphalt pavement in front of a 
city home or any other open space. 
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Mark out a circle of any convenient size—perhaps 
twenty to fifty feet in diameter. Mark the spokes of the 
wheel—possibly five to ten feet apart at theoutside and 
meeting at the hub. Make one player “Tt.” He chases the 
others, but only on the spokes, tire, or hub of the wheel. 
When he tags one player that one helps in chasing the 
others. Some play that the big hub is “goal,” and that a 
player is safe while he stands there, but that makes the 
game rather slow. 

Fox Trail. See p. 138. 


FRENCH AND ENGLISH 
10 or more players 


FRENCH ENGLISH 

Equipment: Handkerchiefs. 

The playground is divided into two equal sides by a line. 
Fach side places a number of handkerchiefs, which are sup- 
posed to be flags, at the rear of its own side. The object 
of the game is to capture the flags from the other side, and 
to catch any one of the enemy when he is off his own ground. 
The captains toss up for the side that shall start. When 
a “Frenchman,” for example, has started across the ‘‘ Eng- 
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lish” side, he must keep on, but he cannot be tagged if he 
has a flagin hishand. If he is caught, he becomes a prisoner, 
and must stand back among the enemies’ flags. He may 
be set free by being tagged by one of his own party. A 
player cannot free a prisoner and capture a flag on the same 
run. The game ends when all the flags on one side have 
been taken, or by the side that has the larger number of 
flags when both sides agree to stop. 


Gingerbread Race. See p. 229. 


GOING TO JERUSALEM 
Any number of players over 6 


Sitting Down Jerusalem 

Magic Carpet, or Mud Puddle 

The Fish Game 

Safety Spot 

Snatch a Club 

The chairs in the room are arranged in one long line back 

to back. There is one less chair than the number of players. 
As soon as someone begins to play the piano all the players 
march down one side and up the other in single file. When 
the music suddenly stops each child tries to get a seat. The 
child who does not get a seat drops out of the game, and 


another seat is taken away from the line, and the march. 


begins again. If there is no piano or player, the leader 
may beat time with her hands. When she stops beating 
all the players try to sit down. The object of the game is 
to be the last one who holds a seat. 

This game is very exciting, particularly when only two 
of three players are left in the line of march. It develops 
alertness and quickness of action. 

The game may be played with old magazines, instead of 
chairs, and the object is to get on a magazine when the 
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music stops. This means some sliding and scrambling. 
It is called Sitting Down Jerusalem. ie 

Magic Carpet, or Mud Puddle. The players march 
around the room as in Jerusalem. At one place on their 
way a rug or small carpet is laid down. The players march 
until the music stops. Then anyone who is standing on 
the carpet, or touching it with even one of his feet is out 
of the game. The game keeps on until only one player is 
left. 

The Fish Game is a Danish game. The children choose 
partners and sit in couples about the room. There are 
two less chairs than players. Each couple secretly chooses 
the name of a fish. One couple, who are the ‘‘whales,” 
walk about calling the names of fish. Whenever their 
names are called, the couples who have those names fall 
in line behind the ‘“‘whales.”” When the “whales” have 
called all the names they can think “of, they say, ‘‘The 
ocean is calm!” The ‘‘whales’? now.Jead the line in and 
out. among the chairs. When they suddenly call, ‘The 
ocean is stormy!’ at once all run, in couples, for seats. 
The couple that is left without seats become “‘whales,” and 
the game is played again. 

When played outdoors, small circles, just big enough for 
two, may be drawn in the ground. When a circle has two 
children in it, no more may enter. 

The names of animals or birds may be used instead of 
fish. 

Safety Spot. A large sheet has been tacked against a 
wall. Upon this are affixed pieces of paper about five 
inches square, fastened with thumb tacks. Whenever the 
music stops the children run toward this wall and each one 
tries to put his outspread hand upon a spot. A spot may 
be occupied only by the first hand that touches it. Just 
before the music starts the next time one “safety spot”’ is 
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removed. Each one who fails to get a “spot” is out of 
the game. As the spots grow fewer the sport gets more 
exciting. ; 

Snatch a Club. This resembles Marching to Jerusalem, 
but no one has a seat. All but one has an Indian club or 
a bean bag. As they start to march in a circle each one 
stands his club or lays his bean bag within the circle. When 
the music stops each tries to grasp a club or bag, and the 
one who gets left drops out. The march is repeated with 
one less bag or club than there are players. 


Green Wolf. See p. 146. 


HALEY-OVER, or Ante-Over 
Boys: 10 or more players 

Equipment: A baseball. 

The players are divided into two equal sides. They go 
to opposite sides of a barn or some other building, out of 
sight of each other. One player on the first side throws a 
ball over the roof of the house. The other side tries to 
catch it as it comes down. If any player can do this, he 
at once rushes around the corner and tries to hit with the 
ball some player who is on the other side. Those players 
of course scatter in every direction. If he succeeds in 
hitting anyone, that one must come over and be on his 
side. He may either throw the ball from a distance or 
run after some player, so as to make it easier to hit him. 
The game keeps on until all the players have been brought 
over to one side. 

The fun of this game is, that the side which threw the 
ball does not know at once whether it has been caught or 
not. If it has not been caught, the other side throws it 
back over the roof, and the first side tries to catch it. On 
the other hand, instead of its coming over the roof, it may 
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suddenly appear in the hands of a runner from the other 
side. a 
If the ball fails to get over and rolls back, the captain 
of the side that threw is calls out, ‘‘Pig’s tail!” 
Half Bushel. See p. 138. 
Ham, Ham, Chicken, Ham, Bacon. See p. 158. 
Hammer Throw. See p. 227. 
Handkerchief Throw. See p. 228. 
Hide and Coop. See p. 146. 
Hide and Seek. See p. 146. 
Hill Dill. See p. 159. 


HUMAN CROQUET 
Boys: 13 to 15 or 17 players 
An imitation of croquet, with boys*with stretched legs 
instead for wickets and two boys upright for posts. Ata 
signal, a boy croquet “ball” starts from each opposite “post” 
and crawls on all fours under each ‘‘wicket” in order. 
There is likely to be a contest at the central “wicket” if 
both reach there at once. ‘The side which has made the 
course and touched the end post first wins. 
Hunkety. See p. 146. 
Hurdle Race. See p. 228. 
In and Out Relay. See p. 169. 
Indian Baseball. See p. 144. 
Indian File Relay. See p. 169. 


INDOOR BASEBALL, or Playground Ball 
10 to 80 players 
Indian Baseball 
Long Ball 
Since playground ball does not require so much space as 
does baseball, and since the ball cannot be batted far 
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because it is large and rather soft and the bat is not heavy, 
the game may be installed where ordinary baseball could 
not be thought of. 

Play Area: Distance between bases, thirty-five feet. 
From home to pitcher’s box, thirty feet; to second, fifty 
feet. To locate first and third bases, take a line seventy 
feet long and with the ends fastened at home and at second, 
and grasping the line at its middle point, stretch it as far 
as it will go to the right and then to the left. 

Equipment: Bats five to forty cents each; balls twenty- 
five cents to one dollar each. The bats are thirty-three 
inches long, and two inches in diameter at the thick end. 
The balls are twelve or fourteen inches in circumference, the 
larger being used where the playing space is most restricted, 
as on a road, or in small inclosures. 

The Game: Ten players on each side, including a right 
shortstop. The pitcher stands in his box, thirty feet from 
home plate. Before delivering the ball he must hold it 
fairly in front of his body and in plain sight of the umpire. 
He must not take more than one step in delivering the ball. 
No overhand throwing allowed; just a regular pitch or toss, 
with the arm swinging parallel with the body. Rules for 
strikes, balls, fouls, dead ball, block ball, and all other 
matters not mentioned herein, are the same as in regular 
baseball. 

In Indian Baseball the soft ball is kicked, not thrown. 

Long Ball. Mark out three bases: home, pitcher's 
base, and long base. The bases should measure three by 
six feet, or three gymnasium mats may be used. The 
pitcher’s base should be twenty-five or thirty-five feet from 
home base, and long base several feet farther. Long base 
may be directly back of pitcher’s base, or in any other 
direction that is desired. An indoor baseball is used. Two 
teams are chosen, one at bat, the other in the field. The 
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pitcher must toss the ball underhand to the batter. Players 
bat in regular order. Each player remains at bat until he 
hits the ball, and then he runs to long base, no matter where 
the hit ball goes. 

There are no foul balls in this game, every hit ball being 
good. If a hit ball is caught before it falls to the ground, 
the batter is out. If the fielders do not catch it, they get 
it and try to hit the batter with it before he can reach 
long base, or while he is running home from long base. 

Players must not run with the ball. Players reaching 
long base may remain there until they see a good chance to 
return to home base, even if several are on base at once; 
but if the base is once left, the player must keep on going 
toward the next base, and not turn back. 

Scores are counted for each player reaching home safely. 
The side at bat is out, and must change with opponents 
when three batters are out, or when all are on long base 
and no one is left to bat. The side scoring the most runs 
in even innings wins. 


Other Baseball Games are: 


Rounders 
Scrub 

One Old Cat 
Two Old Cat 


I SPY 
6 or more players 
Hide and Seek, or Hide and Coop 
Big Black Bear 
Green Wolf, or Hunkety, or Yards Off, or Bung the Bucket 
I Spy i is called in New England High Spy. 
It is world-old and world-wide. It has been played at 
least seventeen hundred years, and in all places where 
children play. . 
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One child stands against the wall or a tree with his eyes 
hidden. The rest of the children scatter and hide. As 
soon as he has counted one hundred he may run and try 
to find them. When he finds anyone he runs back to the 
tree and cries out, ‘‘One, two, three, for ”” (naming the 
one he has found). The hiders run in whenever they think 
they can do so safely. If anyone who has been hiding can 
reach the tree before the hunter does, this one touches it 
and says, ‘‘One, two, three, for myself.”’ The first 
one caught is ‘‘It’’ next time. 

Hide and Seek, or Hide and Coop (Whoop) is played 
like I Spy, except that there is no goal to be touched. When 
the last hider is hidden he calls “Coop!” and the one who 
is “It” starts to find those who are hiding. The first one 
whom he has found becomes “‘It’’ next time. 

Big Black Bear is the opposite of Hide and Seek. One 
player hides and the rest of the players seek. The player 
who hides is called the ‘‘bear.’’ While the other players 
close their eyes the ‘‘bear’”’ hides. After a while the other 
players start to find him, chanting, ‘They say there’s a 
big black bear in town, but I don’t believe it’s so.’’ The 
“bear” stays hidden until the others are close to him, then 
he jumps up and tries to catch as many as he can before 
they reach home. The last one caught becomes the next 
“bear.” 

Green Wolf (also called Yards Off, and Hunkety). <A 
stick is set up against a tree or another goal. Anyone who 
can run in and throw this stick while “‘It”’ is looking for the 
other players is not only in free, but lets out all those who 
have already been found, who may now hide again. “It” 
is not through his work until everybody has been found 
and brought to the goal while the stick still stays there. 

Bung the Bucket. A bucket is thrown or kicked. 

In all these games, when it is desired not to give the 
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_hiders very much of a chance, it is customary to count a 


hundred in this short fashion: ‘‘Ten, ten, double ten, 
forty-five, fifteen.’ These numbers, of course, added 
together make one hundred. 
Other Hide and Seek Games in this section are: 
Big Black Bear = 
Blind Bell 
Gypsy 
Relieve 
Run, Sheep, Run 
Sardines 
Smuggle the Geg 
Wolf 


Jack Rabbit Relay. See p. 169. 


a 


JUMP THE SHOT, or te Circle, or Sling Shot, or 
Snake in the Grasswi 
10 or more players 

A piece of rope is used for this game. A skipping rope 
will do. A big knot or a bean bag is tied at one end. 

The players stand in a circle, and one of them, in the 
center, swings the rope around so that it will skim along 
the floor or grass at the feet of the players. Each player 
must jump up as the rope gets near him, so that it may 
pass beneath his feet. If it touches him, the player is out. 
The player wins who is the last one touched, or “bitten” 
by the ‘‘snake.” 

The “swinger” should not swing the bean bag higher 
than the ankles of the other players, and nothing heavier 
then a bean bag should be used. 

Kentucky Fox and Geese. See p. 159. 
King of the Ring. See p. 179. 

King’s Land. See p. 160. 

Lame Goose. See pp. 25, 161. 

Lame Wolf. See p. 161. 


All ofthe players but two are, if the pay layed o 
=e doors, seated on the ground in a long line, all facing forwa Pia 
or if in the house, in a line of chairs arranged in the same: 7 
ae WE 
. Two children are chosen, one to be the runner and the 4 
other the chaser. The chaser tries to tag the runner. As © 
soon as he is caught they change places, and the one who _ 
has been chasing has to run away from the one who has 
been runner. Whenever one who is being chased wants to 
save himself he dashes to the rear of the line, and shouts 
‘Last man!’ As he does this, the one who is seated in 
front leaps up and runs, and the chaser tries to get him. 
The line now moves up; and so on. 
The front man must be especially alert and quick to run. 


* 
Vv 


LEAP FROG 
' Boys: 6 or more p'ayers 

Leap Frog is a good game, if the boys are all good sports, 
but too often someone tries to be ‘‘funny,” which spoils 
the play for all. In sucha case, it is better to play some- 
thing else. 

In this play there are ‘‘jumpers” and ‘“‘backs.” <A 
‘“‘back”’ bends over and rests his hands on his knees. To 
make a firm back he must not change his position after he 
takes it, unless a “‘jumper”’ calls for a “high back”’ or ‘low 
back,’’ when the “‘back’”’ may move up or down as he is 
asked to do. The “‘jumper” lays his hands flat on the 
back at the shoulders of the ‘‘back,’’ and must not double 
his fingers under, or touch the ‘‘back”’ with his feet or 
any part of his body except his hands. The ‘‘jumper”’ 
tries to clear the body of the other and land on his toes 
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with his knees bent, and then bends over at once, ready to 
become the “‘back” for the first “‘back”’ to jump over. 
Leap Frog Race. See p. 170. <F 
Long Ball. See p. 144. 
Long Distance Mouth. See p. 227. 
Magic Carpet. See p. 141. - 
Master of the Ring. See p. 179. 


MAZE TAG, or Lane Tag 


10 to 50 players 
Streets and Alleys 


Suppose there are just twelve players. Four of them 
stand in a front row far enough apart so that they can just 
clasp hands. Four more stand in a second row behind 
these, far enough apart to touch each other, and far enough 
behind the first row, so that if both rews turn to the right 
those in the first row can touch hands with those in the 
second. The third row stands in the same way, and at the 
same distance. And so on, if there are more players. Two 
players are left out of the rows to do the running, and a 
third is the leader, who does not play at all. The game 
consists of one player trying to catch the second, running 
down between the rows of the other players who are touch- 
ing hands. 

‘As there may be a new leader each time the game is 
played, it is well to begin with a little practice. The leader, 
who has a whistle, blows it for “Right face!” and again 
for “Forward!” or ‘As you were!” When he blows for 
the right, turn sharply to the right and touch hands 
with those who are now parallel with them. This makes 
new aisles or lanes, and now the runners must take different 
directions. Neither of the runners can run through the 
clasped hands. The playing keeps on until the chaser 

ul 
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touches the one whom he is chasing, or until a time limit 
is up. Then those who have been running choose two new 
runners to take their places. 

Streets and Alleys. When the leader gives the command 
‘Streets!’ all the players stand to the right. When he 
gives the command ‘‘ Alleys!” they all turn forward as at 
first. . 

An excellent obstacle race, calling for quick wits and 
quick action. 


MIDNIGHT, or Twelve o’Clock at Night 
10 or more players 
One player is the ‘‘fox’’ and the others are ‘‘sheep.”” The 
“fox” may catch the“‘sheep”’ only at‘‘midnight.”” The game 
starts with the ‘‘fox’’ standing in a “den”’ marked in one 
corner of the meadow and the ‘‘sheep”’ 


in a “‘sheepfold,’’ marked in the corner 

& diagonally opposite. The ‘‘fox’’ leaves 
his ‘‘den” and wanders about the 

meadow. At once all the ‘‘sheep”’ also 

“SN come out and scatter around, 
coming as close to ‘‘the fox”’ 


ys Soyer as they dare. They keep ask- 
ing him, ‘What 

Se pre pois time isit?’’ and he 
“Se answers with any 

BZ vst hour he chooses. 
SHEEP Should he say 

ZX “Three o’clock”’ or 

“Eleven o’clock,” 
they are safe; but 


if he should say “Midnight” they must run toward the 
“sheepfold” as fast as possible, the “fox” chasing them. 


acai 
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Any “sheep”’ who is caught changes places with the “fox,” 
and the game is repeated. a 

This is a good group game, and develops alertness. It 
is excellent to teach children to take risks and to dare. 


NEWCOMB 
10 to 20 players 
Character: A sort of mass tennis, deservedly popular. 
Organization: Players in two teams of as equal playing 
ability as possible. Numbers may be equal or not. The 
playing space may be a basket-ball court or any smaller 
space with definite boundaries. 


YOEe 


< 
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Rules: Stretch a rope or a tennis net across the middle of 
the court at a height of six or eight feet. Use a basket ball, 
volley ball, or soccer ball. 

Send one team to each side of the net and give the ball 
to one side. 

Select an umpire, a score keeper, and a timekeeper. The 
umpire is to call the score, the score keeper is to write it 
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down as it is called, and the timekeeper should call time at 
the end of half the time set for play. 

When the umpire calls ‘‘Play” one player of the side 
having the ball throws it over the net with the object of 
making it strike the floor in the opponents’ half of the 
court. The opponents try to catch the ball before it strikes, 
and then throw it back. If the ball hits the floor in the 
opponents’ territory, it is a score for the side throwing it. 

Each side has a captain who should station the players 
about the floor so as to leave no part unprotected. 

Small players should be stationed near the rope; strong 
throwers and good catchers near the back. 

In calling the score the captain’s name is mentioned, as 
‘““Score for John,” ‘‘Score for Ruth.” 

It is a foul to hit the rope, to throw the ball under the 
rope, or to throw it outside cof the opponents’ court in any 
direction. A ball thrown outside counts as a foul only 
when the opponents do not touch it. A foul gives a score 
to the other side. 

When time is called for the first half, the players change 
sides, the ball is given to the side that did not have the first 
throw in the first half, and a rest may be given if needed. 
The side having the largest score at the end of second half 
wins. 

Compare with Volley Ball (p. 202). 


ODD MAN’S CAP 
* 10 or more players 
This game is played best when there are about a dozen 
players. If there are many more, they should be divided 
into two groups. 
All but one of the players stand in a circle, with space 
enough between each to touch hands. Each player has a 


ey 
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stick about two feet long. The ‘“‘odd man,” who stands in 
the center, has an old cap. It is more fun if this cap can 
be wired around the edge to keep it spread open. The odd 
man tosses the cap toward the circle. The players try to 
eatch it on their sticks, and keep it moving from one to 
another, so that the “odd man” may not catch it with his 
stick. The sticks must always be kept upright in the air. 
If the cap is dropped it cannot be picked up by a stick, 
but only by the hand. Whenever the “ odd man” succeeds 
in getting the cap, he changes places with the one from 
whom he took it. 
A simple, but lively game. 


ONE OLD CAT 
4 to 10 players **' 
Two Old Cat ‘/ 
Round Ball, or Rounders 

This game seems to have been the mother of baseball. 
There is a pitcher, a catcher, and one batter. The rest are 
fielders. There is a home base and one base to which to 
run. When the boys come together someone suddenly 
shouts, ‘‘One old cat, my first bat.” Somebody else cries, 
“Pitcher!” Someone else, “Catcher!” Still another, 
‘Birst Fielder!” ‘Second Fielder!”” Andso on until all 
the fielders are numbered. 

When the ball has been pitched the batter is out if a fly 
is caught, if a foul is caught on the fly or on the bound, or 
‘f a third strike has been caught by the catcher. If the 
catcher muffs the first strike this gives the batter three 
more strikes. When the batter is put out, each player 
moves up, that is, the catcher goes to bat, the pitcher 
becomes catcher, the first fielder, pitcher, and so on. The 
batter now becomes the last fielder. 
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Two Old Cat. There are two bases and two batters. 
In this game the batters may be put out by being tagged 
while running bases. 

Round Ball, or Rounders. There are three bases to run 
to, and three batters. In this game there is a shortstop 
who moves up to pitcher. A soft ball is sometimes used, 
and the runner may be put out by being hit by a ball thrown 
at him while he is changing bases, as well as in the ordinary 
ways. 

An entirely different game is also called Round Ball.. It 
is played with a dodge ball, a bushel or waste-paper basket, 
and a circle or semicircle with a radius of ten to twelve 
feet. 

Place the basket in the center. Arrange children around 
the circle. Each one in turn tries to bounce the ball into 
the basket. The one who succeeded last stands near the 
basket and returns the balls to the players. 

Over-and-Under Relay. See p. 172. 
Partner Ball. See p. 123. 
Partner Tag. See p. 201. 
Peanut Race. See p. 228. 


PEBBLE CHASE 
Any number of players 

This game begins as Button, Button does. The leader 
goes about with a pebble hidden between his hands, and pre- 
tends to drop it in the hand of each one of the players. The 
object is to discover and catch the one who really has the 
pebble. The chase may begin at any time. -All may chase. 
The one who has the pebble had better wait until the leader 
has been pretty nearly around, but he must not delay run- 
ning after the leader has been to the last player. When 
the right one is chased he can save himself by running back 
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and giving the pebble to the leader. If he is caught before 
he can get back to him, he must change places with the 
leader. Z od 

This game is played by Greek children, many thousand 
miles away, today. 


PEGGY, or Tip Cat, or Cattie 
Any number of players over 4 

A piece of broom handle five or six inches long is sharpened 
at both ends. This is called the “cat.” 

One player stands within a small circle marked on the 
ground, and hits the end of the ‘‘cat” with a baseball bat 
or a long stick. As it flies into the air he hits it again with 
his bat and knocks it aside if he can. If it falls inside the 
circle the batter is out. If it falls outside he guesses how 
many bat lengths outside the circle it has fallen. That 
number is added to his score, but if he guesses too high he is 
out. Whenever for any reason the batter-is out, the first 
one who can touch the ‘‘cat” becomes the batter. After 
a certain number of rounds, the one who has the highest 
score wins. Hitting the cat is called “tipping the cat.” 

John Bunyan, who lived in a time that did not know the 
value of play, was repentant for playing this game when he 
was young. It is a good game nevertheless. It requires 
strong action and skilful guessing. 

The common expression, ‘‘ waiting to see which way the 
cat jumps” did not originally refer to any living cat but 
to the wooden “‘cat” in Tip Cat. 


PIE PLATE RACE 
2 to 6 players 


Each player is given a tin pie plate, which he tries to 
roll from the starting line to the goal. If the pie plate 
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leaves the ground, as it would if a player should throw or 
kick it, or if it stops rolling, the player must take it back to 
the starting line and begin over. The object of the game 
is to be the first to roll one’s plate past the goal. 


Pillow Case Race. See p. 228. 
Pin Race. See p. 229. 
Playground Ball. See p. 148. 
Plump Sack. See p. 205. 
Poison. See p. 128. 

Poison Snake. See p. 128. 


POM POM PULLAWAY 


Any number of players over 10 
Black Tom, or Ham, Ham, Chicken, Ham, Bacon, or Who’s Afraid of the 
Tiger (or Bogey-Man)? 
Red Rover 
Red Lion 
Hill Dill, or Kentucky Fox and Geese 
Biackthorn 
Chain Tag, or Bound Hands, or Bears and Cattle 
Tommy Tiddler’s Ground, or Dixie’s Land, or King’s Land 
Lame Goose, or Lame Wolf 
Pom Pom Pullaway is an outdoor game that can be played 
in a large field or on an open street. Two parallel lines are 
scratched in the earth or marked by strings in the field, 
from thirty to fifty feet apart. All of the players stand on 
one side behind one of the lines, except the player who is 
“Tt,” who stands in the center of the open ground between 
the lines. He calls out: 


Pom, Pom, Pullaway! 


If you don’t come, I'll pull you away! 


As soon as he calls this out, all the players must run across 
the open space to the line on the opposite side, and the one 
who is ‘‘It” tries to tag or touch as many as possible before 
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they reach that line. After the players have run across the 
line, all those who have been tagged must join “It” and 
try to catch the rest of the players as they try to cross the 
space again. The one who was “It” remains the captain 
or caller throughout the game. The players run from one 
line to the other in 2 
this way until all have 4 

been caught. Then 

the game starts all 

over again. The first 

one who is caught in 

one game becomes 

“Tt” for the next 


game. Pe 
In Black Tom two 


parallel lines are aia 
drawn on the ground, 
with a space of from 
thirty to fifty feet be- 4 
tween them. All the 
players except one 
stand beyond one of 
these lines. In the 
middle space between 
the lines the one player 
who is chosen to be “‘It” takes his place and cries, “ Black 
Tom! Black Tom! Black Tom!” saying the words three 
times, as here given. Then the other players must all rush 
across to the opposite side, being chased by the center 
player, who tags any that he can. Anyone who has been 
so tagged joins him after this in chasing the others. 

The fun of this game begins when the center player, 
instead of saying, “Black Tom,” tricks or tantalizes the 
runners by saying ‘‘ Yellow Tom” or ‘Blue Tom” or any- 
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thing else that he chooses. Any player who starts to run 
upon such a false alarm is a captive and must join the 
players in the center. This is also true for any player who 
starts before the one in the middle ‘says ‘‘Black Tom” for 
the third time. 

Another way of giving a false alarm is for any of the 
center players except the one who is really “It”? to give the 
signal for running. Any runner who starts after such a 
signal from any of the chasers, except the real ‘‘It,’’ becomes 
captive and must join the players in the center. The first 
one to be caught is center player or “‘It”’ for the next game. 

Down South the children call this game Ham, Ham, 
Chicken, Ham, Bacon. The word “bacon,” instead of 
“Black Tom,” is the signal for the run, and anyone who 
runs before this word is spoken or when it is spoken by 
anyone who is not “‘It”’ is made captive. 

When this game is called Who’s Afraid of the Tiger (or 
Bogey-Man)? the odd player is the ‘‘Tiger” and stands in 
the space between the two goals. He calls, ‘‘Who’s afraid 
of the Tiger?” The others answer, ‘‘No one,” and immedi- 
ately run toward the opposite goal, the ‘‘Tiger” trying to 
catch them before they have safely crossed the goal line. 
All players caught assist in catching the remaining players, 
but only the original ‘‘Tiger” may ask the question, and 
no player may cross the line until the answer is given. 
The last one caught becomes the ‘‘Tiger”’ for the next game. 

In the game called Red Rover, the players do not all 
run at the same time, but the chaser, called the “rover,” 
selects, let us say, Tom to be the runner, and calls out: 


Red Rover! Red Rover! 
Let Tom come over! 


Tom then tries to get past him. If Tom is caught he must 
help the ‘‘rover” to catch the others. 
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Another variety of the game is called Red Lion. In this 
the first chaser is called the ‘‘red lion.” When the players 
are teasing the “‘red lion” to come out, they sometimes 
shout: 


Red lion, red lion, come out of your den; 
Whoever you catch will be one of your men. 


The “red lion” is not supposed to be an animal, but a 
British soldier. The British soldiers dressed in red, and on 
their coat of arms was a lion. 

Whenever the ‘“‘red lion” catches a prisoner he hurries 
back with him to a goal, because until he has done so all 
the other boys have a right to hit them with their caps. 
The boys who are being chased have a captain who has the 
right to tell the ‘‘red lion ”” how he must,act with his prisoners 
when he is trying to catch the rest. “When this captain 
calls ‘Cow catcher!” the lion and his prisoner must run 
out hand in hand, and capture their prisoners by slipping 
their clasped hands over their heads. If this captain shouts 
“Tight!” the prisoners must be caught by surrounding 
them. If this captain shouts “Doubles!” then the “red 
lion” and his captives must come out two by two to capture 
their prisoners. The last man who is caught becomes ‘‘red 
lion” for the next game. 

A variety of this game is called Hill Dill, or Kentucky 
Fox and Geese. The ground is marked off by two lines 
into three sections. The middle section may be from one 
hundred to three hundred feet wide. The catcher stands 
in one of the outer sections, and the rest in the others. As 
soon as the catcher calls out “Hill Dill, come over the hill, 
or V’ll come over after you,” the rest run toward him, and 
he tries to tag aS Many as possible while they are running 
across the middle section. Whoever is tagged has to help 
him catch the others next time they run across. As soon 
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as they are all caught the first one who is os becomes 
the catcher. 

This game gives a lot of fun in dodging and also is 5 excellent 
practice in learning how to play football. 

When we think what a strenuous game this is, it is sur- 
prising to be told that in the time of Suse Elizabeth it 
was played by the court ladies. 

English children play a game like this which they call 
Blackthorn. The hunter calls out “Blackthorn!” as the 
rest answer ‘‘ Buttermilk and barley corn!” The hunter 
says, ‘‘How many geese have you today?” Just as soon 
as the others answer, ‘‘As many as you can catch that fly 
away!’ the children all rush toward him, and he tries to 
catch one. Then the game goes on like Hill Dill. 

A variety of this game is called Chain Tag, or Bound 
Hands, or Bears and Cattle. As soon as the runner has 
tagged a player the two lock arms and chase the others: 
The others as they are tagged link arms with these, so the 
chain of runners is lengthened until it includes them all. 

In Tommy Tiddler’s Ground the playground is divided 
into two parts by a long, straight line. After counting out, 
one of the children becomes ‘‘Tommy Tiddler.” One half 
of the field is his ground, and the other half belongs to the 
other children. The other children keep running into 
Tommy’s ground shouting, “I am on Tommy Tiddler’s 
ground, stealing gold and silver.” If anyone is tagged by 
Tommy while he is on Tommy’s ground, he now becomes 
Tommy Tiddler. 

Tom Tiddler was originally Tom t’Idler, and in this game 
an idler needs to wake up. Tom is mentioned in one of 
Dickens’ Christmas stories. 

This game is sometimes called Dixie’s Land, and King’s 
Land. Down South, Tommy Tiddler’s ground is supposed 
to be the spot where the rainbow rests, and where it is be- 
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lieved a pot of gold is buried. Tommy Tiddler is the fairy 
who is guarding this treasure. rr 

In Lame Wolf, or Lame Goose, the other players are 
“children.” A “den” is marked off at one end of the play- 
ground for the “wolf,” and a “house” for the ‘‘children” 
at the other end. As soon as the “wolf” has gone to his 
“den” the “children” run out of their ‘house,’ and begin 
teasing the ‘‘wolf” by calling out, “‘Lame wolf, can’t catch 
anybody.” As soon as the ‘“‘wolf” thinks there is a good 
chance to catch some of the “children,” he runs out of his 
“den” after them, but he must take only: three running 
steps, when it is supposed that “his lame leg gives out”; 
from that time he must keep on chasing only by hopping 
on one foot. If the “‘children” see him running when he 
ought to be hopping, they drive him*back to his ‘“den.” 
Any “children” whom he catches must go to his “den,” 
and now they are “young wolves,” and must help him catch 
the “children.” Whenever all the ‘“children”” have gone 
back to their ‘‘home’’ to rest, the “wolf” goes back to his 
“den.” If any ‘wolf’ has been driven back to his ‘“‘den”’ 
for running when he should be hopping, he may not leave 
the “den” until all the other “wolves” are back into the 
“den.” The last “child” who gets caught becomes the 
first ‘‘wolf,” if the game is played again. 

Popularity. See p. 239. 


POTATO RACE 
2 or more players 
Potato-and-Spoon Race 
The space for a simple potato race should be marked off 
thus: 
At each “o” is placed a potato or some other small and 
uniform-sized object. At each of the starting points 
a basket is placed. At the signal from a “starter” 


162 ACTIVE GAMES 


all run to the first ‘‘potato” in their “‘line,” pick it up, run 
back to the basket with it, put it in the basket and run for — 
the next ‘‘potato” and put it in the basket, and so on until 
all are in the basket. The winner then plays the winner of 
the next set of four and so on. 
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A variation of this is a Potato-and-Spoon Race. Each 
side lays down six potatoes on the floor or ground, in a line. 
There is a wastebasket at each end of the line, into which 
the potatoes are dropped as fast as they are carried to it 
in a tablespoon by the captain. As soon as the captain has 
picked up his six, he runs and carries the potatoes one by 
one back until he has placed six as at the beginning, then 
gives his spoon to the next member of the team. The 
side of which each member has carried all the potatoes 
first. wins. 

Good exercise for the muscles of the back. 


PRISONERS’ BASE 
10 or more players 


This game is played in half a dozen ways, of which the 
following is the simplest: 
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The playground is divided by a line into two equal parts, 
and the players are divided into equal numbers, each ‘side 
having one half of the playground. At a farther corner of 
each side a “prison” is marked off. The object of the game 
is to tag and put in one’s own “prison” the players of the 
other side. The players cannot be tagged while they are 
on their own ground. A player ‘‘gives a dare” by running 
across into the ground that belongs to the other side. Any- 
one on the other side may tag him when he is away from 
his own side. 

When one side has made “‘prisoners” of all those who are 
on the other side, the game is won. Also, when a runner 
can run into the opposite “prison” he wins the game for 
his side, but he may not enter unless the “prison” is empty 
of “prisoners.” ap 

— This game is mentioned in Shakespeare’s Cymbeline, 
under the name of The Country Base, and perhaps he played 
it when he was a boy. It was also called Chivy then, from 
Chevy Chase. It used to be played by grown-up people. 
So many played it in the streets that lead to Westminster 
Palace in London that a law was once passed forbidding 
them to do so while Parliament was in session. 


Pull Stick. See p. 130. 

Raiding the Castle. See p. 193. 
Red Lion. See p. 159. 

Red Rover. See p. 159. 


RELAY RACES 


Any number of players over 10 
All-Up Relay 
All-Up Indian Club Relay 
Ankle Race 
Arch Ball 
Automobile Race 


rio Buy Bean Bag : 
Tn-and-Out Relay La, y << . 
Indian File Relay Se oh 
Jack Rabbit Relay : “a 
Japanese Crab Race * 
Leap Frog Race 

Number Relay 
Over-and-Under Relay 
Peanut Relay Race 
Potato-and-Spoon Race 
Shuttle Relay 
Skin-the-Snake Relay 
Straddle Ball 
Tag-the-Wall Relay 
Walking Relay 

Washline Race 
Wheelbarrow Relay 
Zigzag Circle Relay Race 
Zigzag Relay 


The relay race has a most interesting history. It was 
one. of the greatest athletic sports of the ancient Greeks, 
and was almost the only one in which team play was used. 
Usually six racers were chosen from each of the principal 
towns in Greece. Those from each city stood in file at 
the goal at the head of the great curve of the stadium. 
This race was called the Torch Race, because the first 
runner carried a lighted torch. He ran completely around 
the oval, and then handed his lighted torch to the second 
runner, and so on. And the race was won by the team 
from the city whose six runners made the circuit first. If 
any runner stumbled and fell, and the torch was put out, 
his side lost the race. 

The following directions apply to all relay races, including 
those that are named and specially described later. 
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The players in files of equal numbers are lined up behind 
a starting line. Number 1 runs to some designated line or 
- object and returns to tag No. 2, who repeats. Number 1 
goes to the end of the line, and so on, until all have run and 
_ the first player is at the head of the file again. 
_ Many variations are possible. 

(1) Running backward. 

(2) Running sideward. 

(3) Hopping on one foot, other leg in various positions. 

(4) Hopping on both feet. 

(5) Run to some point, turn around. 

(6) Run to some point, jump three times. 

(7) Run to some point, jump up and touch toes. 

(8) Running on hands and feet. 

(9) Place hands on ground and hopwith feet between 
hands (frog jump). + 

(10) Running while balancing a large ball in one hand. 
Return, pass ball with one hand to No.2. 

All-Up Relay. Players are seated in rows of even num- 
bers. Alternate rows play at the same time. 

In front of each row is marked a circle one yard in diam- 
eter. Let each player take a book from his desk or chair. 
At the word “Go” the first player of each contesting row 
leaves his seat from the right, runs forward, opens his book, 
stands it on end in the circle, runs completely around his 
row of desks or chairs, returning to the right side from 
which he started and sits on his desk or chair facing 
the back of the room. When player No. 1 is sitting 
No. 2 runs, and so on until the last player is sitting 
and all books have been stood up in the circle. 
Player No. 1 leaves his desk or chair, runs as before, this 
time taking his own book from the~circle, but this time 
he sits in his seat on the return, No. 2 following as before. 
When the last player is back in his seat with his book, the 
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race is ended. The row whose last player returns to his 
seat first raises both hands over heads and says, “We 
win.” If any book is upset during the race it must be 
stood up by the player upsetting it, before that player 
continues the race. 

Suggestions: It is helpful to have a player not playing to 
watch each row contesting to see that no errors are made. 
He should see that each player stands up any book knocked 
over. This race has more speed if two players in the same 
row have the same book. ‘This can easily be arranged by 
having players sitting in front seats take out spellers, 
those in the second seats, readers, etc. 

When the game is played with Indian clubs, out of doors 
or in the gymnasium, it is called All-Up Indian Club Relay. 

All-Up Indian Club Relay. Directly in front of each 
aisle or row of players, and near the wall or boundary, 
draw two tangent circles eighteen inches in diameter. The 
circles should be so placed that if a line were drawn con- 
necting the centers, the line would be parallel to the wall. 
On one of the circles place three Indian clubs in a standing 
position. Each row should contain the same number of 
players. At the leader’s command the last player in each 
row runs up the right aisle or row and changes the clubs, 
one at a time, to the other circle, using the same hand. He 
then runs down the left aisle. or row to his place, going 
around the last player, and touches the player in front of 
him, who changes the clubs to the other circle. If a club 
falls over it must be placed in proper position before the 
player continues his run. The row wins whose first player 
first returns to his place. 

Variation: Players hop to the circles and run to their 
places. 


. Arch Ball. The players are divided into two equal 


‘teams. The first player of each team stands on a line, 
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and the other players line up behind him, placing their 
hands on the shoulders of the person in front; arms out- 
stretched. The first players have each a ball or a bean 
bag, and at a signal, each passes the ball over his head with 
both hands to the player behind him, and so on to the last 
player. When the last player gets the ball he runs to the 
front and passes the ball over his head. Tach player, after 
he has passed the ball, at once places his hands on the 
shoulders of the person in front, so that the length of the 
rows will always be the same. The team wins whose first 
player, after all the others have passed the ball and run 
forward, takes it the second time and runs to the line first. 
Arch Ball has the following variations: 
Over and Under 
Left Side 
Right Side 
Alternate * 
Encircling (one and a half times around) 
Straddling 
Goal, or Rope 
Automobile Race. Two or more files of children line up, 
side by side, behind a starting line, which is from thirty- 
five to forty feet from its own goal. Lach file or team 
chooses the name of an automobile. At a signal, the first 
‘one of each line runs forward, around the goal and back, 
and touches the right hand of the next player on his team, 
this one having moved up to, but not over, the starting line. 
The first runner then runs to the foot of the line, while 
the second runner repeats his play, and so on until every 
one on his team has played, and the first player is back 
again at the starting line. 
This game calls for fine teamwork. 
Barrel-Hoop Relay. The two sides form at the starting 
line and face the goal. At the goal lie two barrel hoops, 
carefully smoothed down so as to contain no slivers. 
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At a signal, each player runs from the starting line to the 
goal, picks up a hoop, and goes through it, and returns. 
The girls raise the hoops up over their heads and pull them 
down over their bodies, and step out of them when they 
reach the ground. The boys step into the hoops and draw 
them up over their bodies. 

A relay between a line of girls and a line of boys is great 
fun. 

Coat Relay. The children form in two lines, facing the 
end of the room, where two chairs are placed. Upon these 
chairs are lying two large overcoats. At a signal, the first 
one in each line runs and puts on the coat at the chair, 
runs around the chair and back to his line, takes off the 
coat on the way back, and gives it to the one behind him, 
who puts it on at the chair and repeats the performance. 
As each one hands the coat to the next he goes to the rear 
of the line. The side that has done all these things and 
left its coat on the chair first wins. 

Fetch and Carry. Two equal teams are chosen, which 
stand in files at a starting line, each facing a goal from ten 
to fifteen feet away. Each player has a bean bag. The 
first runner on each side runs and drops his bag at the goal 
in front and then runs back to the rear of his row. As he 
passes the front one in his row he touches him, and then 
this player starts. This is done until every child has 
carried and put down his bean bag. The side which gets 
all of its bean bags first at the goal wins. 

If the children wish to keep on, the play is reversed. 
The last player in each row runs forward, drops his bean 
bag and returns to the front of the line. 

Hoop Game. There should be two or more teams. Each 
team has a hoop and a bean bag. Each team stands in 
file at a starting line. At a certain distance in front of 
this line stands a score keeper for that line, holding a hoop 
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upright and touching his right shoulder, while he faces his 
file. A child in each file, in turn, throws a beam bag at the 
hoop. If he throws it through, it counts one for his side, 
which the score keeper notes. The score keeper tosses back 
the bag to the next child in line, who now throws it at the 
hoop. The team having the greatest number of points 
after all have thrown, or at the end of a given time, wins 
the game. f 

In-and-Out Relay. For this game the players are seated 
in rows of equal numbers. Alternate rows play at the same 
time. . 

Open five books and stand them on end in a straight row 
in front of each form of desks or chairs. Books should 
be placed about two feet apart. This is played like Auto- 
mobile Race, excepting that each player, must go between 
the books by passing to the right of the first and the left 
of the second, etc. When he has passed the last book he 
returns, going backward. If any book is knocked over it 
must be stood up by the player knocking it over. 

Suggestion: It is helpful if each row contesting has a 
leader not playing to act as captain and to see that no errors 
are made. 

Indian File Relay. The players of each team stand one 
behind the other, with hands on the shoulders of the one in 
front. About fifty feet in front of each file a handkerchief 
or a stone or a piece of wood is placed on the ground for 
each team torun around. At a signal, the teams drop their 
hands, run forward, keeping their places behind each other 
in Indian file; they turn around the goal, this time with 
their hands upon the shoulders of those in front of them; 
and thus finish as they began. ‘The side that can do this 
first wins. 

Jack Rabbit Relay. Players are divided into two or more 
teams of equal numbers. Hach team lines up in single file 
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behind the starting line. There should be about four or 
five feet distance sideways between the files. The captain 
of each-team has a wand or piece about three feet long 
cut from a broom handle. Each captain stands toeing the 
starting line. . 

At a signal the captains turn and give one end of wand or 
rod to player next behind, while captain retains hold on 
other end. Then these two players stoop down and run 
back to end of line, one on each side of the file and holding 
wand as near floor as possible, and parallel with floor. 
Each one in line jumps over the wand as it reaches him, 
giving the appearance of jack rabbits. After the last one 
in line has jumped, the one who was second in line runs 
back to the head of the line and gives end of wand to third 
player, while the captain takes place at end of line. This 
continues until captain is again at head of line. The team 
wins whose captain is first to return to original place. 

Japanese Crab Race. At the farther end of the play- 
ground a long straight line is marked off. At the nearer 
end is a circle about a yard in diameter. The players are 
divided into from two to five single files, of the same number 
of players. Each player runs backward on his feet and 
hands, or on all fours, to the circle. The last player, in 
each file, who of course is the first to run, gets in position 
with his heels on the starting line and his back to the circle 
to which he is to run. At a signal, the first runners in each 
file start. The player who reaches the circle first scores 
one point for his team. The others follow in turn. 

This game is played nearly three thousand miles away on 
the other side of the globe. 

Leap Frog Race. The players are lined up in two or more 
files of equal number; the first player of each file stands on 
a starting line. Bean bags or stones, equal in number to 
the players in a file, are placed in front of the starting line 


er 


va, 
i aka ail 


it 


FOR LARGER CHILDREN 171 


and in a line perpendicular to the starting line. The 
distance between the bags should be from five-to ten feet. 
At the leader’s command, player No. 1 of each file runs to 
the first bag and makes a back, resting his hands on his 
knees. Player No. 2 immediately jumps this back and 
makes another back at the second bag; in like manner each 
player takes his position at a bag. When the last player 
in the file, let us say No. 8, has jumped No. 1, player No. 1 
immediately jumps No. 2; No. 2 follows No. 1 and the other 
players in order. As each player jumps No. 8, he runs 
across a finishing line, some distance away. When all have 
jumped No. 8, he also runs across the finishing line, and 
the team wins, all of whose players are first to cross the line. 

In an amusing variety of this game the boys crawl between 
the feet of the other boys instead of jumping over their backs. 

Number Relay. The players are divided into two or 
more teams. Members of each team line up one behind 
the other, in a file. Each file is numbered from front to 
rear consecutively, from one up. There should be a dis- 
tance of four or five feet between the files sideways. 

The leader calls a number, and all those given that num- 
ber must run around their respective lines, either forward 
around the first one and then back around the last one to 
their places, or in the opposite direction, as stipulated. All 
players must start on the same side to avoid confusion and 
collisions. The one returning first wins one point for his 
side. Then another number is called, or sometimes the 
same number over again. At the end, the points won by 
the teams are compared and the team having the highest 
number of points wins. 

This may be played in a classroom by having the players 
sit in their own seats, and number off from front to rear in 
each row. The runners must then run forward around the 
first desk and back around the last to place. 


172 ~—~—~—~sOACTIVE GAMES 


Over-and-Under Relay. This game is a combination of 
Arch Ball and Stride Ball. The players are divided into 
equal teams and line up in files. The captains stand toeing 
a line drawn on the floor or ground. Each captain has a 
ball, Indian club, or other object, which at a given signal 
he passes over his head to the player behind him. This 
player passes the object wnder or between his feet to the 
next player, and-so on, the ball going down the line, over 
the head of one player and between the feet of the next. 
When the ball reaches the end of the line, the last player 
runs with it to the head of the line and starts it back over 
his head. This is repeated until the captain is the last in 
line. He runs forward with the ball, places it on a mark 
fifteen or twenty feet in front of his line, and runs back to 
his original place at the head of the line. The team wins 
whose captain is the first to return to his original place. 

Shuttle Relay.* Organization: Players are divided into 
two or more groups of equal numbers. Each group is 
then divided into two divisions, which form single lines one 
behind the other, facing the group at the opposite end of 
the room. Thus each team consists of two parts, one part 
at each end of the room facing. One leader is appointed 
for each team, and toes a starting line. There should be 
fifty to one hundred and fifty feet between the two groups. 

Rules: At a signal to ‘‘go”’ all the leaders on one side of 
the room run forward across the room to the other groups 
of their team. As the leader reaches it, he “‘tags off” the 
first runner in that group, and then takes his place at the 
back of the line, while the one whom he has “‘tagged off” 
runs down to the opposite end and in turn “‘tags off” the next 
player there who has moved up to the starting line. Each 
time the player, as he is ‘‘tagged off,” runs to the opposite 


* From Physical Education for Elementary Schools, by Monica R. Wild and 
Doris E. White. By permission of the Iowa State Teachers’ College. 
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_ group and “tags off” the first one there. This is continued 
until all have run once, and the team whose“last runner 
first crosses the finish line wins the race. 

The runners must never step over their starting line until 
tagged. To do so constitutes a foul. 

A scoring system may be used giving five points for com- 
ing in first, and three points for second, and subtracting 
one oat for each foul. Thus, if the team finishing first 
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has three fouls and the team finishing second has none, the 
latter would actually win because its score is three, while 
that of the team finishing first, but having three fouls, 
would be only two. This effectually prevents fouls, but its 
use is optional. 

Skin-the-Snake Relay. The team stands in close file 
formation with feet apart. Each player extends his left 
hand backward between his legs. Each player (except the 
first) grasps with his right hand the left hand of the player 
in front of him. At the command ‘‘Go,” the rear player 
lies on his back and still retains the grasp of the player in 
front. Each player as he lies down should keep his legs 
close against the body of the one in front, while the players 
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going backward should run with the legs well apart. When 
all players in the file are down, the one at the rear of the 
line (who headed the file) arises, and the others succes- 
sively, and run forward, still holding hands until all are 
up in the starting position. 

Straddle Ball, or Stride Ball. Any kind of ball may be 
used, basket ball, medicine ball, football, or even a baseball. 
There must be one ball for each side. The players stand 
in rows from one to twenty deep with their feet wide apart. 
There may be several rows if there are more than twenty 
players. 

A ball is placed on the ground in front of each row of 
players. At the word ‘‘Go,” the ball is passed down each 
row between the legs of the players. The last one in each 
row takes the ball as it comes toward him, and then runs 
down along the left side of his team to the head of the line, 
carrying the ball with him. Then he shoots the ball behind 
him down between the legs of his team to the one who is 
now at the end. So it goes on until each player has run to 
the front and passed the ball. The side on which the last 
runner carries the ball to the top of his team first wins. The 
last runner on each team as he finishes holds the ball high 
above his head, so as to help the judge pick out the winner. 

Tag-the-Wall Relay is perhaps the simplest form of relay 
racing used in school. It may be played indoors or out- 
doors, the wall of the room or the playground being used 
for the goal. 

Walking Relay. The players are divided into two equal 
sides. The two sides stand near each other at one end of 
the room or of the playground. Two goals are marked at 
the other end of the room or playground. At a signal, the 
first one on each side walks as fast as he can to the goal, 
swinging his arms and taking long steps. If he breaks into 
a run he must come back to the starting place and try over 
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again. He walks back and touches hands with the second 
player on his side, who does what he has done. The side 
of which the last player finishes the course first wins. 

Wheelbarrow Relay. The players are in file formation. 
Number 2 grasps and holds the ankles of No. 1. Number 
1 runs forward on his hands to the goal line, where No. 2 
runs back to the team and becomes the wheelbarrow for 
No. 3, and so on until all have run. 

Zigzag Circle Relay Race. The children form in two 
equal circles, in which they stand about four feet apart. 
Each child scratches a mark on the ground for his place in 
the circle. Each team has a captain. At a signal, each 
captain starts to run to the right in one of the circles, pass- 
ing in front of the first player and behind the second player, 
and so on around the circle back to ‘his place. Then he 
touches the hand of the next player te his right, who does 
what he has done. ‘This is repeated until everyone has 
run. The last runner touches the captain, who raises his 
hand to show that his team has finished. The side that 
finishes first wins. The runners should not touch those 
standing, while passing between them. 

This game is similar to Zigzag Relay in which the players 
are in two long lines facing forward. At the front of each 
line is a chair. The first player of each line runs zigzag, in 
and out, down his own line, then he runs back to the front 
of his line and down either side without zigzagging, around 
the chair and back again to the front of the line. Here he 
touches the second player, and goes back to the end of his 
line. The second player does the same. The side that 
does all this first wins. 

We have printed many varieties of relay racing, because 
this class of games is among the most valuable we have. 
These games teach codperation; they give little encourage- 
ment to the one who insists on being a grandstand player; 
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they help each child to realize that while he cannot be the © 
sole hero, every bit he does helps to win the victory ; and they 
show him that, on the other hand, if he is not alert, in good 
form, or giving his best, he may be blamed for defeat. 


RELIEVO, or Ring-a-Lievo 
10 or more players 

The children choose sides. A round ‘prison’ is marked 
out in the middle of the field. One side runs and hides, 
and the other side, after counting one hundred, scatters to 
find them, except one, who stays behind to guard the 
“prison.”” When a player has been found and tagged, he 
must go back into the jail as a prisoner. If anyone on his 
side can run into the jail with both feet there, and touch 
him before he himself is tagged by the jailer, he is free. 
The jailer may chase and tag them, if there is no other 
prisoner in the jail. The best time, of course, to let a 
prisoner out is when there are several prisoners in the jail 
and several players trying to release them, while the jailer 
is so distracted that he does not know which way to turn. 


RIDER BALL 
Any even number of players 

This game requires a leader or umpire. 

The group divides, or is divided, into pairs, of nearly 
equal height, weight, and agility. The group forms a 
double circle, by pairs, facing the center, with about six 
feet between each of the pairs. The players in the inner 
circle constitute the ‘‘horses,’’ and in the outer, the “‘riders.”’ 
Those who are “‘horses” bend slightly forward in a striding 
position, putting both hands on the knees, which are held 
stiff, so as to be able to bear the weight of a ‘“‘rider.”” At a 
signal, the ‘“‘riders” mount the “horses.” The ‘‘riders” 
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_sit upright, holding themselves in place by the pressure of 
their knees, so that their hands are free. | 

The leader tosses a basket ball to some ‘“‘rider,”” who at 
once tosses it to another. As long as the ball is being caught 
thus the game goes on. But the moment any ‘“‘rider”’ loses 
the ball, all the ‘‘riders,’’ who are watchful, must dismount 
and run. A “‘horse’’ retrieves the ball as soon as possible, 
and shouts to all the ‘‘riders” to stop. He throws the ball 
at one of the dismounted ‘‘riders,”” who may dodge, but 
cannot take a step. 

If he hits the one at whom he aimed, all the ‘ ‘horses ” 
now become ‘“‘riders,’’ and vice versa, and the new “‘riders”’ 
mount their ‘“horses.”’ - If he does not hit him, the old 
‘“‘riders” must mount again, and the game continues as 
before. 

The ball may not be held by any epger, ” but must be 
kept constantly in the air. The “horses” ’ may prance and 
turn, but may not advance or retreat, and must keep in 
the circle. y 

The leader, or judge, watches the “‘horses,” gives the 
commands to mount, and determines the hits and misses. 

Ring-a-Lievo. See p. 176. 
Rob and Run. See p. 191. 


ROBBERS AND SOLDIERS, or Cops and Robbers 
Boys: 20 or more players 

This is quite a rough game. 

About a ie of the boys are ‘“‘robbers”’ and the rest are 

“soldiers,” or “cops.” The players decide what shall be 
the limits of the playground within which the game must 
be played. The “‘soldiers” mark out a circle which is to be 
their “fort.” The “soldiers” have a ‘‘general” and the 
“robbers” have a “captain.” The boys agree upon the 
time which shall be given the ‘‘robbers” in which to hide. 
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When this time is up, the ‘‘general” of the ‘soldiers’ starts 
his men out to find and capture the “‘robbers.” The 
“robbers” may climb trees or hide under leaves or stand 
behind sheds or tree trunks, as they please. When a 
“robber” is caught he tries to get away. The ‘*soldiers”’ 
try to hold him and bring him in to the “fort.” No fight- 
ing must be done. When a “robber” has been brought inside 
the “fort” a guard is set to keep him there, because he may 
run away at any time unless the guards can hold him in. 
The game is won when all the “robbers” have been made 
prisoners. 


ROLY-POLY 
6 or more players 

A game played with a tennis ball. 

Each player digs a hole large enough to contain a tennis 
ball. These holes are dug along a straight line. A mark 
is made on the ground about fifteen feet from these holes. 
One player who has been chosen to be “It” stands on this 
mark, and the others stand at an agreed distance behind 
the holes. The one who is ‘“‘It” tries to roll the ball from 
the mark into one of the holes. If he fails after three trials, 
he has a pebble put into his hole. If he succeeds, the one 
into whose hole the ball has been rolled picks it up quickly 
and throws it at some one of the players, all of whom have 
scattered as soon as the ball rolls into the hole. If he hits 
one, that one must have a pebble put in his hole, and he 
must become “It.” If no one was hit, the thrower has a 
pebble placed in his hole, and he now becomes “ It.” When- 
ever any player has three pebbles in his hole, he must stand 
at a given distance, and let all the others throw the ball at 
his back. 

Full of excitement and laughter. 
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ROOSTER FIGHT, or Master of the Ring, or King of the 
Ring ‘ 
Boys: 10 or more players == 

This is a lively and rather rough game. 

The players stand shoulder to shoulder in a circle, facing 
in, with arms either folded on the chest or their hands 
clasped behind the back. A circle is drawn on the ground 
by one of the players just behind the circle. At a signal, 
each player tries to push his right-hand neighbor with his 
shoulders out of the circle. Anyone who unfolds his arms 
or unclasps his hands or falls down is also out of the game. 
The one who succeeds in putting all the others out of the 
circle and out of the game wins. 

Rooster Fight is usually played by two or three. The 
one whose turn it is to be “rooster’’ stands on one leg while 
attacking and trying to put the others‘qut. 

Round Ball. See p. £54. 
Rounders. See p. 154. 


RUN, SHEEP, RUN, or Sheepyard 
Any number of players 

One player throws a stick as far as possible, shouting 
“Run, sheep, run.” The player who has been chosen ‘‘It”’ 
gets the stick and leans it against the goal. Meanwhile all 
the other players run away and hide. 

If the one who is “‘It” saw any player while the stick is 
on the goal, he calls the player’s name, throws the stick as 
far as possible from the player he has seen, shouts, “‘Run, 
sheep, run,” and runs to hide while the new “‘It”’ gets the 
stick and leans it against the goal. The game begins anew 
as soon as any player is caught. 

While “It” is searching in one direction for hidden 
players any player may run in from another part of the 
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field, throw the stick as far from “It” as possible, shouting 
“Run, sheep, run,” thus giving all the players a chance 
to run farther from the goal, or to hide themselves more 
securely. 


RUNNING DODGE 
Any number of players over 12 

Organization: The players are divided into two equal 
sides. One team is called “‘A,” the other ‘““B.” The game 
is played with a basket ball, or any soft ball. The players 
on “A” are lined up opposite each other, far apart, on 
either side of the playground. Some member of ‘‘A” has 
the ball. 


PAL aN Re 


Rules: All the players on ‘‘B” are at one-end of the play- 
ground, and are going to try to run the gauntlet between 
the members of “A” without being hit by the ball. The 
runners may run separately or all together. Those who 
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get hit are out. When all the untouched players have 
erossed the field, the signal is given for them to run back 
again. - 

After ““B” has run across the field and back scores are 
counted according to the number of players who have not 
been touched. The teams then exchange places. The game 
is repeated. 5 

The team that has the greatest number of points after 
running an agreed number of times, wins. 


SACK RACE 
Boys: 2 to 6 players 
Each boy is given a meal sack, which he pulls up over 
his legs and holds at the waist. In these sacks all run from 
the starting line to the goal. To vary this race, on the 
grass, the boys may roll instead of runt 
Safety Spot. See p. #1. 


SARDINES 
6 or more players 

This is a good game to play in a thick woods, or in a 
house that has many large rooms where the children are 
allowed to run about as they please. 

It is a game of hide-and-seek that is just the opposite of 
the usual game. The player who is chosen to be ‘It,’ 
instead of being blindfolded, goes out himself to hide, while 
all the other players stay at the goal. While one of them 
counts a hundred they all either are blindfolded or are shut 
in one room, to give the hider a fair chance. As soon as 
they shout ‘‘One hundred!” they all start out to hunt for 
the hider. Any player who finds him, hides in the same 
place with the hider. Usually he has to wait a little to do 


this, so that the others will not notice what he is doing. 
13 
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If there is not room for him to hide in the same place, he 
may sit down in plain sight near the hiding place. The 
one who found the hider first takes his place as hider during 
the next game. 

This game gets its name, no doubt, because those who 
hide are ‘‘ packed in like sardines.” 


SCHOOLYARD SOCCER* 


11 players on a side, but modified according to local conditions 

Playing Space: (Changed to suit conditions.) 240 feet 
long by 90 feet wide (may be smaller if necessary—150 by 
60). The length of the field is divided into four equal 
sections by tennis tapes or by whitewashed lines. Goal 
posts are placed at either end of the field, 18 feet apart and 
614 feet high. The lines dividing the field are designated 
as center line, half back line, and goal line. 

Number of Players in Piaying Space: Each team has 
eleven players: one goal keeper, two full backs, three half 
backs, and five forwards (number of players may be varied 
to a larger or smaller number to accommodate a smaller 
field, or a smaller or larger group). 

Ball: A twenty-seven-inch soccer football. 

Time: Three fifteen-minute periods with five to eight 
minutes rest between. 

Scoring: Every time the ball is kicked across the goal 
line between two goal posts, whether it be on the ground or 
in the air, one point is scored by the attacking team. 

Umpires, Referees, Timekeepers, Scorers: The rules for 
appointing these are the same as those used in any match 
game. Choice of goals and change of goals after each 
period of play is done in the same manner as in other match 
games. 


* From Physical Education for Elementary Schools, by Monica R. Wild and 
Doris E. White. By permission of the Iowa State Teachers’ College. 
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SIMPLIFIED SOCCER FOOTBALL 


Field and players placed, ready for game: <j players play toward + goal: + 
players toward <j goal. 

Position of Players and Restriction to Playing Space: Five 
forwards lined up on their own side of the center line facing 
their opponents’ goal. The two taking the outside positions 
are called ‘‘outsides,” the one taking the center position is 
called ‘‘center,” those taking the positions between are 
called ‘‘insides.” The words left and right are used along 
with those positions to designate the side of the field the 
player is on and this is always in relation to his own goal, 
and he always stands with his back to his goal. These 
five forwards may go only as far as the center line in their 
own territory and to the goal line of their opponents’ terri- 
tory. They must keep to the outside, inside, and center of 
the field as their names indicate. 

Three half backs; center, left, and right may play only 
between the half back line and the center line of their own 
territory. Full backs, two, left and right, may play only 
between the half back line and the goal line. Goal keeper 
plays between the goal posts and nineteen or twenty feet in 
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front, or to the left or right of the goal. No penalties are 
attached to the crossing of these dividing lines, but if a 
player continually plays out of his place, especially if he be 
a forward or a half back, he is taken out cf his position and 
put into goal keeper or full back’s position. The same can 
be done for players on the forward line who continually 
cross into center, inside, or outside positions. 

Duties of the Players: Forwards attack their opponents’ 
goal. Half backs keep the ball in the possession of their 
forwards. Full backs and goal keepers protect their own 
goal and keep their opponents from scoring. 

The Start: The ball is placed on the center line between 
the two center players of each team. When the whistle 
sounds, these two players touch in unison, the ball and the 
ground alternately three times with their foot. At the finish 
of the third time, each player tries to kick the ball to one of 
his inside forward men. 

Rules: No one may touch the ball with his hands. A ball 
may be kicked with the foot or bunted with the knee, thigh, 
body, orelbow. A foul is called for touching with the hands, 
even if accidental and the opposite side from the one making 
the foul receives a free kick at the point where the ball was 
touched. At any time when a free kick is given, all players 
must be at least five feet away from person taking a free 
kick. If the ball goes out of bounds, either at the side or 
ends, the player opposite the one last kicking it is given a 
free kick from the point on the side lines where the ball 
passed out. 

No holding, pushing, kicking, or tripping of players shall 
be allowed. <A foul must be called immediately and a free 
kick given to the other side. 

Suggestions: Teach the forward players to play the ball 
to each other rather than straight ahead, also, that it is 
absolutely necessary for the forwards to be in a nearly 
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straight line across the field when attacking their opponents’ 
goal. When nearing the goal lines, the outside players 
should begin to close in toward the center and inside players 
and always be ready to drop back and get the ball, should 
it be played out by their opponents’ full backs or goal 
keeper. They should also be taught that hard kicks are 
usually unprofitable ones, and short, well-placed kicks with 
every kick followed up is the idea. Never interfere with the 
ball if one of your own players is fighting for it—either cover 
the ground in front of him or drop a little behind him so 
that if he loses the ball, you can be ready for it. 


SCRUB 
4 to 10 players 

If there are enough players they take the same places 
and have the same number of bases as in baseball. If 
there are but a few, there is but one base. Usually there 
are at least two to bat. Everybody is: playing against the 
batters, because everybody wants to get in to bat. Some- 
times when there is only one base, the base is put back of 
the pitcher, about where the second base should lie, so as 
to make it harder for the batter to run out and back without 
being caught. The rules of the play are as in baseball. 
When a batter has been put out he goes back into the field 
and the catcher becomes one of the batters, and all the rest 
move up. 

The best game preparatory to baseball. 

Sheepyard. See p. 179 


SHINNEY 
10 or more players 
Equipment: A small wooden or rubber ball. 
This is a simple form of ice hockey or polo, and, as 
usually played by boys, does not have very definite rules. 
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The field is marked off, according to the size of the field, 
with goal lines and side lines. A small wooden ball or a 
hard rubber ball is desirable, but boys often play with 
nothing better than a small wooden block. Regular shinney 
sticks or hockey sticks may be bought, but boys often 
whittle out their own sticks. The object of the game is to 
drive the ball over the enemy’s goal line. 

Shot Put. See p. 227. 
Shuttle Relay. See p. 172. 


SIAMESE TWIN RACE 
4 to 8 players 

The players are arranged in couples, and each couple 
stands back to back with hands joined. They stand at a 
starting line, and at a signal every couple races for the goal. 
They usually all start by running, but the most clever ones 
will soon discover that to hop in concert is the quickest way 
to get there. 

SIDE KICK* 
10 or more players 

The object of this game is to kick a ball, usually a soccer 
ball, over a goal line. ‘T'wo lines called ‘‘driver’s”’ lines are 
drawn on the ground ten feet apart and parallel to each 
other. ‘Two more lines, one outside each driver’s line, are 
drawn parallel to it and seven and one-half feet outside it. 
These are goal lines. The length of the line should be 
about three feet for each player of a team. 

Hach team joins hands facing the opposing team lined up 
behind the goal lines. ‘The first (line) member of each team 
is driver and takes position within the driver’s lines with 
his back to his own team. The drivers may not kick the 
ball over the opponent’s line, it being their duty to guide 


* rom Koono’s Manual of Physical Training, Games, and Mass Competitions. 
Copyright, 1914, by World Book Company. 
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the ball with their feet in such a way that their own side 
may get an opportunity for kicking it. If the ball is kicked 
too high, going over the heads of the opposing team, it counts 
for one point for that team, not for the team which kicked it. 

Teams obstructing the ball may use their legs, bodies, 
arms, or any other part provided they do not break the line 
by loosening their hands. No score can be made by a side 
if the line of hands is broken at the time the kick is made. 
On the other hand, if a ball is obstructed by a side while its 
line is broken, the other side scores on points. 

The referee puts the ball in play at the beginning of 
the game, after a score has been made, or whenever it 
rolls out of bounds. Teams must not cross the driver’s 
line, penalty for such crossing being a score of one point 
accredited to the other side. The driver must stay inside 
the driver’s field. Penalty for stepping. outside is a score 
of one point for the opponents. 

Usually an inning consists of twenty. points and a game 
is made up of three innings. At the beginning of each 
inning the teams change goal lines. A kick across the 
opponent’s goal line scores two points and the team scoring 
puts in a new driver, the old driver rejoining his team. 

Sitting Down Jerusalem. See p. 141. 
Sixteen Pound Shot. See p. 228. 


SKIPPING ROPE, or Jumping Rope 
2 or more players 

Skipping rope is generally done as an exercise rather than 
asa game. Two players are needed to turn the rope, and 
when anyone fails in the jumping it becomes his turn to 
take an ‘‘end,’”’ and twirl the rope. 

A common way to play with a long rope is known as 
‘calling in.” One player runs in and jumps the rope three 
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times, calling someone else by name on the second jump. 
These two jump once together, and then the first player 
runs out of.the opposite side. The second player in turn 
calls someone in, etc. 

In “changing partners’ the leader, who is called the “‘fox,”’ 
goes through any special jump he likes, runs out, and the 
next one must imitate him. For example, he may run 
under the rope without skipping; he may turn and run back; 
he may run in and do a special jump and run out. In any 
case, all the rest must do just what he does. 


Ropgr-SkKIepPING RIMES 


I. Plain Jumps 
1. Lady, lady at the gate, 
Eating cherries from a plate. 
How many cherries did she eat — 1 —2—3—4—5., 


2. Chickety, chickety, chop, 
How many times before I stop? 


8. Old King Cole was a merry old soul, 
And a merry old soul was he; 
He called for his pipe and he called for his bowl, 
And he called for his fiddlers three. 


4, Little Jack Horner sat in a corner with his pie nearly all 
eaten up, 
And ’twixt finger and thumb 
He held a big plum 
And said, “What a big boy am I.” 


5. The autumn is Bo-peep, 
The milk weed pods her sheep. 
Alas! she cannot find them; 


Cae ee ee 
| I an exercise rather 


ALY Ee than age 


1 NI Ove 0 Ny 


III. 
. Itiskit, itasket, a green and yellow basket. 
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For where they stood a whileago 
She finds all hanging in a row, 
They’ve left their tails behind them. = 


Skim the Milk Type 

(To skim the milk means a plain run through.) 
Run in jump twice — run out. 

Run in jump three times — run out, 

Run in jump four times — run out. 

Run in jump five times — run out. 

Vary by doing different things. 


. Plain skim the milk — front door. 


Plain skim the milk — back door. 

Skim, turning on each jump. 

Skim, jumping with feet crossed. 

Skim, jumping on one foot. 

Skim, jumping on one foot and turning. 

Skim, bounding a ball, 1-2 1-3 1-4 15 and throwing it out. 


. Same as 7, only toss ball. 


Skim, alternately tossing and bounding. 
Stunt Type 
I lose a letter for my mother and on my way 


I found it, I found it, I found it. (Drop and pick up hand- 
kerchief.) 


. There was a crooked man, and he walked a crooked mile; 


He found a crooked sixpence beneath a crooked stile. 

He bought a crooked cat that caught a crooked mouse, 

And they all lived together in a little crooked house. 
(Jump with feet crossed.) 


. Heel and toe — skip the rope. 


. Double Dutch — turning two ropes. 
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IV. 


. Old man Daisy, what makes you so lazy 
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. “Mother, mother, where’s the key?”’ (Jump to one end of 


rope.) 
“Go ask father.” 
“Father, father, where’s the key?” (Jump to other end.) 
“Have you washed the dishes?” “Yes.” 
“Have you swept the floor?” ete. 
“Turn the key in the lock and run out to play.” 


. Buster Brown 


Lady, lady turn around. 
Buster Brown 
Lady, lady 


Buster Brown oon h 
Lady, lady ouch your shoe. 


touch the ground. 


Buster Brown 


Lady, lady that will do. 


. Lasked my mother for fifteen cents, 


To see the elephant jump the fence; 

He jumped so high he reached the sky 

And never came back till the Fourth of July. 
(Jump higher and higher.) 


Rock the Cradle Type 


Up the ladder, down the ladder — A — B—C— 
Salt, vinegar, mustard, pepper. 


. Rock-a-by Baby upon the tree top, 


When the wind blows the cradle will rock, 
When the bough bends the cradle will fall, 
Down will come Baby, cradle and all. 


. Hickory, dickory dock, 


The mouse ran up the clock; 
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The clock struck one oa 

And down he run, 

Hickory, dickory dock. Soo 
Sling Shot. See p. 147. 


SMUGGLE THE GEG 
Any number of players 

The “geg” is any small object, like a pocketknife or a 
key, agreed upon beforehand. 

The players are divided into two equal sides, one of which 
is decided, by counting out, to be called the ‘‘outs,” or 
“smugglers.” 

The “outs” have the “geg,’’ or ‘‘treasure.”” They either 
stand in a close group and hide it with one of their number, 
or else stand in a line and pass it from hand to hand behind 
their backs until the one whom they.“have decided upon 
receives it. The “ins” stand by the goal or “den” while 
the “‘smugglers” hide. Before they are all finally hidden, 
the “smugglers” must shout, “Smugglers!” The ine”? 
then try to find and tag them. The one they want is the 
one who holds the “geg.” As soon as one of the ‘‘outs”’ is 
tagged, the “in” who tags him pulls off his cap and puts 
his own hand on the other’s head. After that the ‘“‘smug- 
gler” who is caught must not try to get away. Whoever 
has caught him then says, ‘‘Deliver up the geg!”” If he 
has it, he must do so; if not, he goes free. As soon as the 
“geg’’ has been found and taken, the two sides change places. 

Snake in the Grass. See p. 147. 


- 


SNATCH, or Rob and Run 
12 or more players 


The children are divided into two equal sides, each of 
which stands along a line facing the other, about forty feet 
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apart. Halfway between the two lines a handkerchief is 
placed on top of an Indian club or a stick. Ata signal, the 
right-hand player on one side and the left-hand player on 
the other run toward the handkerchief. Each tries to get 
the handkerchief and get back to his line without being 
tagged. The one who does not get the handkerchief can- 
not be tagged. If a player gets back to his line with the 
handkerchief without being tagged, or if he tags the 
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player who took the handkerchief, it counts one point for 
his side. The next two players in order start out to snatch 
the handkerchief, and so on. It is a good idea not to 
snatch the handkerchief at once, but to make moves for 
it until one is sure that he can snatch it and get away with- 
out being tagged. At the same time each player must be 
alert to tag the other, if that one should snatch the hand- 
kerchief and try to get away. In case anyone drops the 
handkerchief, the other player may snatch it andrun. The 
side that has the most points at the end of the game is the 
winner. 
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In teaching this game there will be less confusion if, for 
a time, one side is designated as taggers only, and the sides 
change places for each round. 


Speed. See p. 122. 


SPIDERS 
6 or more players 

This game is somewhat like Cushion Dance (p. 128). 

A circle is formed by standing close together, each one 
taking hold with his right hand somewhere upon a stick, 
which has been driven fast into the ground. Each one 
tries to knock the stick over by pushing and pulling. The 
one who does this is the ‘‘spider.’”’ The others chase him 
across the playground. Anyone who catches the ‘‘spider”’ 
is the victor. If the ‘‘spider” can reach either end of the 
playground without being caught, he is victor. 

Spud. See p. 123.- 


STEALING STICKS, or Raiding the Castle 
10 or more players 

The playground is divided into two equal parts and the 
players into two equal sides. ach side has its own large 
goal at the rear end of its plot of ground. Each side lays 
down six sticks inside its goal. Every player tries to reach 
the enemy’s goal and steal one stick. The enemy may tag 
him while he is running toward the goal, but they may not 
touch him while he is running back. If he is caught he is 
put as a prisoner inside the enemy’s goal. He must stay 
there until he is tagged by one of his own side. A side that 
has a prisoner in the enemy’s goal may not pick up any 
sticks until its own prisoner has been freed. ‘The side that 
gains all the sticks wins. 
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Sometimes in the midst of a game, if it moves somewhat 
slowly, the leader may call out, ‘‘ Prisoners escape!” Letting 
the prisoners out creates new excitement and gets everybody 
on the move. 

This game has been played by Scotch and English children 
for many, many years. It is thought to have come down 
from the time when the English and the Scotch were enemies, 
and used to fight each other along their borders. 


STOOL BALL, or Tower Ball 
10 or more players 

This game was played, with milking stools, by milkmaids 
as long ago as the time of Queen Elizabeth. The game is 
somewhat like cricket, and was once as popular with English 
girls and women as cricket is now with English boys and 
men. 

Beside a stool, a small packing box, or a pail placed 
upside down, stands a player who defends the stool. A 
throwing line is marked on the ground from ten to twenty 
feet away from this stool. The players in turn throw a 
handball from this throwing line, trying to hit the stool. 
One player may be allowed to stand beside the stool defender 
to toss back the balls. It is also well to have someone to 
act as scorer and umpire. The stool defender tries to pre- 
vent the ball hitting the stool by batting it away with his 
hand. If the ball does hit the stool, the one who threw it 
changes places with the defender. If when the ball is 
batted back by the defender it is caught by another player, 
the one who catches it changes places with the stool defender. 
The defender tries to return the ball in such a way that no 
one can catch it. It is not necessary to score in this game, 
but if this is done, there is one score for any player who hits 
the stool or catches the ball, and one for the defender each 
time he prevents the ball’s hitting the stool. The winner 
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is the one who has the highest score at the time when the 


game ends. ao 

We have read about this game in our American history. 
When the second Christmas Day came, the colonists in 
Salem, Mass., told Governor William Bradford that it 
was against their consciences to work on Christmas. “He 
excused them, but when he came back at noon, and 
found them playing Stool Ball in the street, he told them 
that “‘it was against his conscience that they should play 
while others worked,’ and he put them to their tasks. 

This game used to be played at Easter time by ladies. 
Those who won the game received a special Easter cake. 

In America three sticks are tied together to make a tripod, 
and the game is called Tower Ball. 


STORKS a 
6 or more players *% 

Three large rubber balls are needed. , 

The children are divided into two sides, one side “‘storks”’ 
and the other ‘‘hunters.” The ‘‘storks”’ line up near one 
end of the room, without touching the wall. Each “‘stork”’ 
stands on one foot, and the first ‘“‘hunter” rolls a ball at 
his foot. The object of the game is not merely to hit the 
supporting foot, but to cause the ‘‘stork”’ to put down his 
other foot. If he does, this counts one against his side. 

The ‘‘storks’”’ may change feet for rest, but must never 
stand on two feet. 

After each player has had three shots at the “‘storks,”’ 
the ‘‘storks” become “‘hunters,”’ and the game continues. 

The winning side is that which gets the most feet put 
down. 

Straddle Ball. See p. 174. 
Streets and Alleys. See p. 150. 
Stride Ball. See p. 174. 
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Swat Tag. See p. 205. 
Tag the Third. See p. 200. 

~ Tag-the-Wall Relay. See p. 174. 
Third Man. See p. 201. 
Third Slap. See p. 196. 
Thirty Inch Dash. See p. 228. 
Three Deep. See p. 200. 


THREE-LEGGED RACE 
Boys: 4 or more players 

The boys choose partners. Each pair stands side by 
side, with the right leg of one tied to the left leg of the 
other with a handkerchief. All of the couples stand at a 
starting line, and at a signal, race for the goal that is opposite 
them. 

Usually this game brings forth less speed than it does 
laughter. 


THIRD TAG AND RUN, or Third Slap 
10 or more players 
Touch Off 

The group is divided into two groups, standing ten to 
twenty steps apart. A player from one side crosses over 
to his opponents to give three tags to the same or different 
persons. The hands of the players on that side must be 
held forward to receive the tags. As soon as the third 
tag is given the one giving it turns and runs to a goal behind 
him (previously decided upon—usually his own line), while 
the one receiving the third tag pursues him. If caught 
before reaching the goal, the runner is out of the game. The 
teacher then chooses the next tagger. 

This game may also be played with teams, as follows: 
Two teams line up, the hands being held as before. The 
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~ leader of one side advances to the other and gives three tags, 
then turns and runs back to his side, pursued by the one 
receiving the third tag. If caught before reaching his own 
side, he is a prisoner of the side that tagged him. The 
other side then sends out a tagger. The two sides continue 
alternating in sending out the tagger. The side having the 
largest number of prisoners at the close wins the game. 

Touch Off. ‘The children are divided into two equal 
sides, who stand in two long lines facing each other, about 
fifteen to twenty feet apart. 

The first child on one side walks along the front of the 
other side, where each child is holding his right hand close 
to his side, at the waist, palm up. As he goes down the 
line he gently touches each hand until he comes to a player 
he wishes to have chase him. He gives this player’s hand 
a hard slap and immediately runs backe his own place in 
his own line. The player who has been slapped tries to 
catch and tag him before he can get back. If the first 
child is tagged, he becomes a member of the other side, but 
if he returns safely, the one who has been chasing him 
becomes a member of this side. 

The first child on the other side then advances in the 
same way, until each child in the line has his turn. Then 
each side is counted, and the one having the larger number 
wins. 

Tommy Tiddler’s Ground. See p. 160. 
Touch Off. See this page. 
Tower Ball. See p. 194. 


TRAVELING APES 
6 or more players 
In this game the children play that they are apes. Apes 
travel from tree branch to tree branch, but children can 


only travel on the ground, from one tree to another. 
14 
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This game may be played in a woods, or along a street 
that is lined with trees. All the “apes” gather around a tree _ 
trunk. The one who is “‘It”’ selects as the first goal another 
tree, through the woods or down the street. He stands 
between the “‘apes” and the goal and shouts, ‘‘ Travel, apes!” 
The “ape” who is tagged as he runs between the first tree and 
the goal becomes the hunter, while the one who was “It” 
becomes an “ape” for the next run. No “ape” is allowed to 
run backward, or if the game is played along the street, he 
may not run out of the space between the curbstone and 
the houses. 


TUG OF WAR 


10 to 20 players 

This game is usually played with a strong rope thirty or 
forty feet long; but if there is no rope, it may be played 
by the children j joining their right hands. 

The company is divided into two equal sides, or if the 
children are of different sizes and ages, the two sides of 
equal strength. If a rope is used, each side holds half of 
the rope, which is divided by tying a handkerchief in the 
middle. A dividing line is marked out with chalk on the 
floor, or by a scratch in the gravel of the playground. The 
rope is laid down in such a way that the handkerchief lies 
across this dividing line. At a signal, each side pulls as 
hard as it can. The side wins which pulls the handkerchief 
over on its side of the line. 

The distinguishing feature of this type of play is 
that the group acts aS a mass, no comparison of indi- 
vidual abilities being made. It is a valuable team 
play. 

Twelve o’Clock at Night. See p. 150. 
Twisted Kerchief. See p. 205. 
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TWO DEEP a 
20 or more players 


Three Deep, or The Fagots, or Tag the Third 
Third Man, or Partner Tag 
Broncho Tag 
Two Deep is a simple game, useful in learning Three Deep. 
Arrange the players in a single-front circle. Select two 
players to start the game, one being the runner, the other the 
chaser. The run- 


ner runs around 
the outside of the . F 


circle and places 
himself in front of f 


—_ 


another player, 


thereby forming a : 
rank of two, ‘‘two “ase 
deep.” As soon as , 


this happens the 


player standing in $ f . 
the rear runs 
around the outside if f f 


and places himself 

in front of a player. 

This player thereupon runs, etc. As soon as the children 
have gotten the idea that they must run as soon as they 
are the second in rank, put the chaser into the play. His 
object is to tag the runner before he has placed himself in 
front of a player. As soon as a runner is tagged he be- 
comes chaser, and the chaser becomes the runner. In order 
to develop a lively game do not allow the players to run 
too long before placing themselves in front of a player. 
The quicker the changes take place the greater is the in- 
terest of the game. 

Alternate this game with the following one. 
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Three Deep. All the players but two form in a double 


circle facing inward; that is, all around the circle one | 


player is directly behind another. The two odd players, 
one of whom is the runner and the other the chaser, stand 
outside of the circle opposite each other. The object of the 
game is for the chaser to tag the runner. Whenever the 
runner thinks he is about to be caught he saves himself by 
running into the circle and stopping in front of any couple. 


As soon as he has done this, of course, the circle is three 
deep at this place instead of two deep. This is not allowed, 
so the outer player, the one who is at the back of the three, 
now becomes the runner, and he must start to run and avoid 
the chaser. He may save himself in the same way by stop- 
ping in front of a couple. Whenever in either game the 
chaser tags the runner, they exchange places, the runner 
becoming chaser, and the chaser becoming runner. 


“<< 
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Both runner and chaser may dash through the circle, but 


the only one who can stop there is the runner when he stops 
in front of some couple. — 

To make the game more difficult have the pairs in the 
circle face each other. The runner now must run between 
a pair and place himself in front of one of the players. 
This player is now the runner and runs from the chaser. 

This is a good chasing game. 

A game very much like this is called Third Man, or Part- 
ner Tag. All the players but two hook arms in couples, 
standing wherever they like. Of these two, one is the 
chaser and the other the runner. Whenever the runner is 
in danger of being caught he can save himself by locking 
arms with either one of any couple he chooses. As soon as 
he does so, the third one, the one on the other side of the 
three now becomes runner. If the runner is tagged at any 
time, he becomes the chaser, and another runner is chosen. 

Of course, every couple tries to run and twist in every 
way possible, so that the runner may not lock arms with 
either one of them. 

When there are a lot of players there should be more than 
one runner and chaser. 

An amusing variation of this game is called Broncho Tag. 
This requires a large number of players to be much fun. 
All the players but two stand in groups of three in a circle. 
Each group of three stands in a file, and is supposed to be a 
“broncho,” or small western horse. One player is the head, 
the second is the body, and the third is the tail of the animal. 
Of the two players that are not a ‘“‘broncho,” one chases 
the other around the circle. The one who is being chased, 
in order not to be caught, tries to get a hold of the tail of 
some “broncho,” and the “‘broncho”’ twists away from him 
and dodges one way and another. If the runner succeeds 
in getting hold of the ‘broncho’s”’ tail, then the one who 
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has been the head must run and be chased, and so on. _ 
Whenever the chaser tags a runner, then that runner 
- becomes the chaser, and must try to tag him. The three 
who constitute any ‘‘broncho” must always keep tight 
hold of each other, especially when the “‘broncho” is “‘buck- 
ing.” This is a rather rough game. 

Two Old Cat. See p. 154. 


VOLLEY BALL 
In a standard game, 9 players on a side; in an informal 
game, any number of players 

The rules as here given are taken from the Virginia state 
course in physical education. 

Organization: Official dimensions of a volley ball court 
follow, but smaller courts are permissible and necessary at 
times. 
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Ball: Regulation volley ball and a net or rope at least 
seven and one-half or eight feet high. 

The players are usually formed in rows. If there are 
twelve players, there should be three rows of four players 
each. After each serve each player moves to the position 
of the next person on his left. The first server is the player 
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a who is in the last row in the right-hand corner (facing the 
net). The next player to serve is in the front row in the 
left-hand corner. When it is his turn to serve, he goes back 
to the server’s position in the last row, all the other players 
moving one place to the left. The player on the left end 
of each line takes the place of the player on the right end 
of the line in front. : : 

Object: The object of the game is to bat the ball with the 
open palm or palms, as both hands may be used, and keep 
the ball volleying back and forth over the net, from one 
side to the other, without touching the floor or ground on 
either side. 

Rules: (1) The captain of each class team tosses for court 
and service. The winner of the toss chooses either first 
service or court. 

(2) The game is started by the first server standing with 
both feet on or back of the back line of the court, and from 
there serving the ball by tossing it lightly in the air with one 
hand and batting it with the palm of the other. 

(3) The server may have two trials to get the ball over 
the net. When a served ball touches the top of the net in 
going over it shall be called a net ball, and the server shall 
be entitled to another serve. 

(4) The ball when served may be struck once by one other 
player on the server’s team to assist it over the net. 

(5) If the ball in the first serve goes out of bounds (out- 
side the court), or hits the net or posts, or is struck twice in 
succession by the same player, it is called a dead ball and 
must be served over. If the second ball of the service 
becomes a dead ball the ball goes to the other side. 

(6) A player continues serving until he makes two faults 
in succession, or until his side fails to return the ball. 

(7) In returning the ball any number of players may assist 
in tossing it over the net. 
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(8) No player may strike the ball twice in succession. He 
may strike it again after it has been touched by another 
player on his side. 

(9) The ball must not be caught or held, but must be 
batted with open palm of the hand. 

(10) If the serving side fails to return a ball or commits 
a foul after the opposing side has returned the ball, the serve 
is lost and the opposing side then has the service. 

(11) The side receiving the ball for serving shall shift 
positions to the left, as stated above. 

(12) A ball, other than the service, which touches the top 
of the net and goes over into the opposite court is considered 
a good ball. 

Scoring: (1) Each good service which the opponents fail 
to return scores one point for the serving side. 

(2) The serving side also scores one point when the receiv- 
ing side fails to return a ball in play. 

(3) Only the side serving scores. 

(4) Fifteen points constitute a game. 

Fouls: (1) A player serving out to turn. 

(2) A player catching or holding the ball. 

(3) A player hitting the ball twice in succession. 

(4) A player touching the net while hitting the ball. 

If a foul is committed by the serving side, the serve is 
lost. If a foul is committed by the receiving side, the serv- 
ing side scores one point. Players should change sides 
frequently, if sun or wind is affecting the play. 

Compare with Newcomb (p. 151). 

Volley Bail was invented by William G. Morgan, then of 
Holyoke, Mass., in 1895, as a game to keep more players 
busy but to be less violent than basket ball. The name is 
taken from tennis. To “volley” is to hit the ball before it 
strikes the ground. 

Washline Race. See p. 38. 
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WATER SPRITE — 

§ to 20 players 
The players stand in two lines, facing each other, with a 
large open space (which we play is a river) between. One 
player, the “water sprite,” stands in the middle of the 
‘river’? and beckons to one on the bank to cross. This-one 
beckons to a third player on the opposite bank or side of 
the “river.” The two from the banks then run across to ex- 
change places, the “‘ water sprite” trying to tag one of them. 

He then changes places with the one he has tagged. 
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Wheelbarrow Relay. See p. 175. 


WHIP TAG, or Swat Tag, or Fliimsack, or Plump Sack, 
or Beetle Is Out, or The Twisted Kerchief, or Beetle 
Goes Round 
10 or more players 

This game may be played with a knotted towel, although 
itis more fun if a bag about twenty inches long is used 
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stuffed with cotton, of about the same size and shape as a 
policeman’s club. 

All but one of the players stand in a circle facing toward 
the center, with their hands behind their backs. The odd 
player runs around the outside carrying the ‘‘whip” or 
“club,” which he drops into the hands of any player in the 
circle. That player at once turns to chase his right-hand 
neighbor, beating him as often as he can while he chases 
him around the circle, and back to his place. Meanwhile the 
player who first had the “club” has stepped into the place 
left vacant by the one to whom he gave it. This leaves the 
chaser alone outside the circle, as was the player at the 
beginning of the game. The chaser, accordingly, does 
what that player did, and gives the “club” to someone in 
the circle. Then the game goes as before. 

In this game no runner may tag the one whom he is 
chasing on the head or the legs, with the “club.” If he does 
so, he is out, and the game starts again. 

Who’s Afraid of the Tiger (or Bogey-Man)? See p. 157. 


WITCH IN THE JAR 
6 or more players 


One of the children is chosen to be the ‘‘witch.” Each 
of the others take a tree or a post for a goal. The “witch” 
marks out on the playground with a stick as many small 
circles as there are players. These she calls ‘‘jars.” As 
the children run out from their trees she chases them, and 
whenever she catches one she puts him in one of her “‘jars.”’ 
He cannot leave the “jar” unless some other runner touches 
him. When he is free he may run back to his own goal and 
start out again. Anyone who lets him free may be chased 
by the “witch.” When all are caught a new “witch”’ is 
chosen. 


Zz Baie avs nothing. Then all try to find the “ 
and the first one who succeeds shouts, ‘Wolf! "The 
F ‘run for the goal. If the ‘ ‘wolf” tags anyone on the w 
home, that one also becomes a “wolf” the next time. | | 
- not, he remains “wolf” alone. These “wolves” must all 
os hide separately. A “wolf” does not have to wait until — 
someone finds him, but if the other ‘players are scattered, 
and he thinks he has a good chance to get home, he may 
_ start for the goal and tag as many players as he en on the 
way. , 


Wrestling Circle. See p. 128. 

Yards Off. See p. 146. , 

Zigzag Circle Relay Race. See p. 175. ; 
Zigzag Relay. See p. 175. 
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As in Chapter III, by a ‘‘quiet” game is meant not a 
game in which there is no noise, but one in which there is 
no chasing. 


Advertisement. See p. 209. 


ANAGRAMS 
Any number of players 

This game may be played with a box of cardboard letters, 
or the players may make the letters themselves. If a box of 
letters is not used, one of the players prints some word on a 
sheet of paper, and tears the sheet in such a way that each 
piece contains one letter. He places these letters on the 
table so that all may see them, but does not arrange them in 
order. The other players try to guess the word. The one 
who guesses first prints the next word for the others to 
guess. The players may guess the word simply by looking 
at the letters, or by writing them down and trying to rear- 
range them on paper. The letters as they appear on the 
table, for example, may be: N, I, A, R, D, O, O, C, C, but 
when they are properly arranged they spell ACCORDION. 
If the word is hard and long, the one who has proposed it 
may help the others by telling what is the initial letter, or 
by hinting that it is the name of some animal or of some 
object in the room. 

This is a good game to help one to learn to spell. 

Baseball Buzz. See p. 213. 
(208) 
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BIRD, BEAST, OR FISH 


Any number of players 
Earth, Air, Fire, and Water ae 
Advertisement 

Equipment: A sofa cushion. 

The players all sit in a circle except the one who is “Tt.” 
This one, who stands in the center, throws a cushion or a 
soft ball or a knotted handkerchief at some player, and at 
the same time calls out ‘‘Beast!”’ or ‘‘Bird!”’ or “Fish!” 
At once he quickly counts, “One, two, three, four, five, six, 
seven, eight, nine, ten,” out loud, while the player at whom 
the handkerchief or ball has been thrown must name some 
animal, if he has called ‘‘ Beast’’; and if he has called ‘‘ Bird,” 
some bird; or some fish, if he has called ‘‘Fish.”’ He must 
do this before “It” has reached ten. If the one who was 
hit by the cushion fails to answer correctly before ten is 
counted, he changes places with the «thrower. No child 
may name any beast, bird, or fish that has been named 
before by any other child. : 

Earth, Air, Fire, and Water. If the word ‘‘Fire’’ is 
called all must remain silent. When “Earth” is called 
the one to whom the ball is thrown must name an animal; 
when “Air” is called, a bird; when ‘‘ Water,” a fish. One 
who puts birds in the water, speaks when “‘Fire!”’ is called, 
or fails to give an appropriate answer before ten is counted, 
may be dropped from the game or made to pay a forfeit 
afterward. 

Advertisement. Whenever the one in the center throws 
the cushion at anyone in the circle, that one must name 
some familiar advertised article, like Quaker Oats or Gillette 
Razors, before the one in the center can count ten. Any- 
one who fails to do this, or who names an article that has 
been named before, moves back, and is out of the game. 
The one who stays in the game last wins. 
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BIRDS FLY, or Birds Have Feathers 
Any number of players 


~" 


Horns 


The one who is “‘It”’ calls out, “—— fly,”’ naming some 
bird that flies, at the same time holding up his hands. All 
imitate him. If he calls out ‘‘Cats fly,” and anyone holds 
up his hands, that one is out, because cats do not fly. He ~ 
names other birds and animals, while each child tries by 
correct responses to stay in the game as long as possible. 

Horns is played in the same way, except that animals are 
named, both those with and without horns, instead of 
birds. 

Most amusing. 


BLACKBOARD RELAY 
Everybody plays 

In the schoolroom each row of seats is a team. The 
person at the front of each row, at a signal, runs to the 
blackboard and writes the first word of any sentence, and 
runs back to his seat. The second person in turn runs and 
adds a second word, and returns. Each one must try to 
avoid completing the sentence before the last one on his 
side has run. The team that finishes its work first wins. 
Then the game is played by each placing a figure on the 
board ina column. The last player adds the sum. Another 
way is to make a cumulative drawing. The subject of the 
drawing being assigned or agreed upon, the first player 
draws two lines to begin it. The second adds two more, 
and so on, each adding two, until the last. The teacher 
decides which team has made the most perfect and most 
nearly complete drawing. When used as a party game 
the subject for the drawing may or may not be agreed 
upon. 
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- BLIZZARD = 
2 to 12 players 
Equipment: A tennis ball. 

- The room has been cleared of chairs, and two goals have . 
been made near each end by two long strips of white tape. 
The party is divided into two sides. A celluloid ball or a 
tennis ball is placed in the center, and each player is pro- 
vided with a fan. Ata signal, the players on each side try 
to propel the ball toward the goal of the opposite side by 
the breeze from their fans. The ball must not be touched 
either by the fans or by the hands of the players. Hach 
goal counts one and the total score is five. 


a 


THE BOILER BURST! 
Any number of players 

A line or goal is marked off at the farther side of the 
playground. The children all gather in a circle in the center 
of the playground, around the leader, who tells a story. 
This story may be of any sort, but it always ends with the 
words, ‘‘The boiler burst!’’ As soon as these words are 
spoken all the children run for the line or goal. The last 
one to reach it becomes “‘It.”’ 


BUFF 
Any number of players 
One player is chosen to go out of the room. He comes 

back bending over a cane and covered with a shawl or a coat. 
His name is “Buff.” The others are seated around the 
room. When “Buff” comes in he says: 

I am an old fellow from Darbyshire, 

Many miles have I traveled through mud and mire; 

I am feeble and old, and shiver with cold, 

Let me stand for a minute before your fire. 


PAG ate ee £4 F 
Milli: on Colleqe Librarv 


"tot ut «tal _- % 


— 


een ae et 2 ' =e. 


212 QUIET GAMES > 


The rest answer: 
Come in, you old fellow from Darbyshire, 
Who have traveled so far through mud and mire, 
You are feeble and old, and shiver with cold, 
And as long as you like, stand before our fire. 


“Buff” walks about, and then stops in front of some 
player, whom we shall call Frank. He knocks three times 
on the floor with his stick, and this dialogue follows: 

Frank: ‘‘Who’s there?”’ 

Buff: “Buff.” 

Frank: “What says Buff?” 

Buff: “Buff” says ‘Buff’ to all his men, 

And I say ‘Buff’ to you again.” 
Frank: “Methinks Buff smiles.” 
Buff: “Buff neither laughs nor smiles, 

But strokes his face (doing so) 

With a comical grace, 

And gives his smiles to you.” 


While they are talking Frank tries to make ‘“‘Buff”’ laugh 
by making comical faces and motions. If he can do so, 
“Buff”? must go on to another player, and the game is 
repeated. Everybody tries to make “Buff” laugh in turn. 
The player cannot get rid of being ‘“‘Buff’’ unless he can 
go through a dialogue without laughing. As soon as he 
can do so, he gives his stick to the last player with whom he 
has been talking, who now becomes “‘ Buff.’’ 


BUZZ 
Many players 
Baseball Buzz 
This is an old game, but it is always a very great favorite. 
The more the players, the greater the fun. 
The way to play is as follows: The players sit in a circle 
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‘and begin to count in turn, but when the number 7 or any 
number in which the figure 7 or any multiple of 7 appears 
is reached, they say ‘‘Buzz,’”’ instead of whatever the num- 
ber may be. Suppose the players have counted up to 12, 
then the next player will say ‘13,” the next “Buzz,” 
because 14 is a multiple of 7 (twice 7). The next player 
would then say “15,” the next ‘‘16,” and the next would 
of course say “Buzz,” because the figure 7 occurs in the 
number 17. If one of the players forgets to say “Buzz” 
at the proper time, he is out. The game then goes on again 
with the remaining players, and so it continues until there 
is but one person remaining. If great care is taken the 
numbers can be counted up to 70, which, according to the 
rules before mentioned, would of course, be called “Buzz.” 
The numbers would then be carried on, as “Buzz 1,” 
“Buzz 2,” ete., up to 77, which is ‘‘Buga, Buzz,” but it is 
very seldom that this stage is reached. « 

Baseball Buzz is the game of Buzz played in imitation of 
baseball. In this game the players, who may be eighteen 
or less, are on two even sides. The chairs for one side are 
arranged in positions like the diamond of a ball field. ‘The 
other side is seated in a row in a position, corresponding to 
the batters’ bench. The man at the bat goes and stands 
at the “plate.” The numbers are now repeated in turn 
down the bench and around the bases and field, the “Buzz” 
number being selected for each inning by the side at bat. 
If one of the sides in the field makes an “error,” the batter 
takes the next base, until he has made a run, which is 
scored. ‘Then another batter takes his place. If the batting 
side makes an “error,” the batter is out, and when three 
are out the sides exchange places. Three innings are about 
enough. 

A good test not only of quick thought but of one’s knowl- 


edge of arithmetic. 
15 
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CALLING ANIMALS 
10 or more players 
Shouting Proverbs 


~ 


Two equal sides are chosen. All the children from each 
side group themselves as closely as possible around their 
captain. Each person on each side tries to think of the 
largest number of animals or living things beginning with 
the letter ‘‘A.”’. As soon as the captains of both sides say 
that they are ready, the captain who has been chosen to 
begin calls out such a word as “Alligator,” and proceeds 
to count ten rapidly. The captain of the other side must 
answer with the name of another living creature that begins 
with “A.” Then he starts to count ten, etc. So they 
alternate in counting. Whenever the captain of either side 
fails, when ten is reached to name a new animal, the captain 
of the opposite side may choose one from his side, who 
moves across and helps him. While either captain is trying 
to think of a name, any or all of his helpers may whisper 
one to him, but only the captain may say it aloud. If the 
captain gives a name that has been used before, he loses 
one from his side. The side wins which has the largest 
number of players at a time limit. 

Probably the liveliest game involving quick thinking ever 
invented. It calls also for teamwork. 

Shouting Proverbs. The sides are grouped as in the 
game just mentioned. The side that is chosen to play first 
agrees upon some familiar proverb. To each member of 
the side is assigned one word of the proverb, and all the 
words are taken. At a signal from the leader of the side, 
made by a sweep of his hand, his side shouts the proverb in 
unison. If the opposite side cannot guess the proverb, it is 
shouted again. If the other side gives up, the first side 
may choose another proverb to be guessed. Whoever is 
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‘late with his word gives the other side an inkling of what 


the proverb is, and two or three who are late, after one or 
two trials, will probably give the whole proverb away. 


CANDLE BOWLING 
Any even number of players up to 6 


The game is played on a dining-room table. Ten candles 
are arranged in pyramid form, like the pins in a bowling 
alley, and all are lighted. Each player, at a given distance 
and with his chin supported by a rest, tries to blow them 
out. The scoring is as in bowling. The game may be 
played in sides. 

CANDLE RACE 
Even number, 6 to 10 players 

Equipment: A chair, a candle, and a box of matches. 

The players are arranged in couples, each party of two 
facing one another at opposite sides of the room. In the 
middle of the room between each couple is a chair. Each 
player is given a candle, and to one of each couple is given 
a box of matches. At a signal, the first of each pair lights 
his candle with his match and walks toward his partner 
carrying the lighted candle. He encircles the chair and 
continues until he reaches his partner. He lights his 
partner’s candle with his own, blows out his own candle, 
and hands the box of matches to his partner. He then 
stands in his partner’s place. His partner walks back to 
the other side of the room, carrying his lighted candle and 
encircling the chair. After he reaches the other side of the 
room he returns, still carrying his lighted candle and encir- 
cling the chair again, until he stands beside his partner. 
The pair that accomplishes this first. wins. 

It sounds easy, but there are a number of things to 
think of. 


a. 
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‘CARD THROW 
Any number of players 

For this game two packs of cards are used, with backs 
of different colors. 

The two sides are lined up facing a string which has been 
fastened across the room about six feet above the floor. 
The members of each side divide between them one of the 
packs of cards. _The object of the game is for each side to 
throw its cards over the line so as to land them on the oppo- 
site side. If they are not thrown skilfully they will go 
under the line or they will return toward the side from 
which they were thrown. 

An umpire is necessary to count out such cards as do not 
pass over the line or that remain on the side from which 
they were thrown. The side which gets the larger number 
of cards over the line so that they fall on the opposite side 
wins. 


CHARADES 
Any number over 6 players 
The children are divided as in Dumb Crambo. The ones 
who go outside choose a word of several syllables, then they 
go back into the room and act out each syllable separately, 
and then the whole word. They can talk or do anything 
they wish in playing out the word. 


For example: 


Kingdonics oss Gs eect ne ee King-dumb 
Tnfancy.ock wana ee See ee In-fan-see 
Pickaxic 2.0 ti ace ae bea ee oe ee Pick-ax 
Moccasin. << ay sea oi toners in te arene Mock-a-sin 
Overstepecus <> nn bie os bis anata Over-step 
Bobolitiky Ase eee eee Bob-o-link 


Mistakeric yo i ccc aie ee eee Miss-take 
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POM Cot res oe oe uns Sees Pew-pill 
PeOuIONrO Se eS Sec eee Gold-den-rod 
B18 otk RS Ege RO Og Ee aan Sigh-fur— 
RE an rhe Sl we ans ee ee In-come 

PRR ANGNIN 3 ease ons ale nn Pen-man-ship 
Pramtikereniet <0. 2 es hole ese ses Hand-cur-chief 
WMP en ow is aoe wae as ee Pen-eye-tent 
PE ie eae Ae ein ene Nap-sack 


As soon as those that stayed in the room guess the word 
correctly, they go out and become the actors. 


CLUMPS 
Any number of players over 6 

Sides are chosen, and each side chooses a captain. Each 
captain sends a player out of the room. These two agree 
upon some object that must be guessed by those who are 
in the room. Each one when he cdmes back sits with 
“hose who belong to the other side., Each side tries to 
find out what the object is by asking one who has come in 
only questions that can be answered by “Yes,” or “No,” 
or “I don’t know.” The side that guesses correctly first 
claps its hands, and its captain chooses a player from the 
other side to join him. Then two other players are sent 
out, and the game is repeated. The side that has the most 
players at the end wins. 


COBWEB PARTY 
About 10 players 

Equipment: A ball of twine. 

This game requires a good deal of preparation, but it is 
an excellent mixer. Before the party, strings about ten 
yards long, as many as there are invited guests, are laid 
out, and tied crisscross to the chandelier or the doors or the 
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chairs, etc., in the room. At one end of each string a card 
bearing a number is tied, at the other a package containing 
a favor. Each guest on arriving is given a number. He 
finds the card containing his number and proceeds to untie 
the string. While the party is all engaged in doing this they 
get thoroughly mixed up and there is considerable fun and 
sociability. ‘The one who unties his string first wins. 


COME, SEE, COME 5 
6 or more players 

The leader in this game says ‘‘Come, see, come,” and the 
rest of us answer, ‘““What do-you come by?” The leader 
may answer ‘‘I come by F,” or whatever may be the initial 
of the object in the room that he is thinking of. Then we 
all begin to guess objects in the room beginning with this 
letter. The one who guesses correctly has the next turn as 
leader. 


CRACKER RACE 
Any number of players 


Equipment: Soda crackers. 

If there are girls and boys of nearly an equal number, 
each girl chooses a ‘“‘knight.” She then holds a cracker in 
her hand. The boys line up at some distance away, and at 
the word “‘Go!”’ they run to the girls, each taking his 
cracker, and run back to the line which is the starting point. 
Each eats his cracker as fast as he can, then runs back to 
his lady, kneels before her, and as soon as he can, he whistles 
a tune. The first girl who can name the tune which her 
knight is whistling wins. 

This is more fun even to those who look on than to those 
who play. 
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CRAMBO es 
Any number of players over 6 
Dumb Crambo << 
The one who is “It” says, ‘‘I am thinking of a word 
that rimes with —— perhaps ‘make’.” (The word he is 


thinking of is “‘cake.”) The first player on his right says, 
“Perhaps it is something to gather up hay with?” The 
one who is “It” says, “No, it is not ‘rake’.” So it goes 
round. The first who guesses right becomes “It.” 

Dumb Crambo. The players are numbered. All those 
who have even numbers leave the room. Those who have 
odd numbers, stay behind and choose some verb, that is, 
some action word. Perhaps they choose the word “‘treat.” 
Those outside are told that they must think of a word that 
rimes with “sweet.” Then they come in and perhaps 
think this word is “beat.” So they “itt to “beat.” If 
this is not correct, the next time théy may try “meet,” 
but of course this is wrong also. At last they try to “ treat.” 
When the word is guessed the groups change places, and 
the game is played again. 

This is an excellent game to help us in learning words 
especially words of action and motion. 

Croquet Golf. See p. 2381. 
Dibs. See p. 229. 


DONKEY PARTY 
Any number of players over 6 
The figure of a donkey has been cut out from dark paper 
or cloth and fastened upon a sheet stretched tightly across 
the wall or a doorway. Enough tails of paper or cloth have 
been cut out for each member of the party. The donkey 


himself has no tail. 
The players are in turn blindfolded, and placed a few 
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steps back in the room, facing the donkey. Then they are 
turned around rapidly two or three times and told to walk 
forward, holding the tails at arm’s length. With a pin they 
must fasten the tail wherever they first touch the wall. The 
one who fastens the tail nearest where it belongs wins. 
Some of the tails will not touch the donkey at all. 
This is a very amusing game. 

Dumb Crambo. See p. 219. 

Earth, Air, Fire, and Water. See p. 209. 

Egg Polo. See p. 221. 


EGGS IN THE BUSH 
2 or more players 

Equipment: Some pebbles. 

This is not a game of skill, but merely a guessing game. 
Each player in turn holds the ‘‘eggs.”’” These are pebbles 
or marbles. He may pick up one or half a dozen marbles, 
if he can hold as many, and the others guess in turn how 
many “‘eggs’”’ he holds. Those who have guessed correctly 
may claim all the marbles that he was holding; those who 
guess incorrectly must pay the difference in the numbers. 
For instance, if anyone says ‘‘two,” and the holder has 
“three,’’ he must pay the holder one. 


FAGOTS 
A small number of players 

Each player is given a small bundle of twigs or branches, 
tied together with a string passed around a piece of paper, 
containing directions for some stunt. Each player in turn 
throws his fagot into the fireplace, and must keep on doing 
the stunt that he has been directed to do until his fagot 
has entirely burnt up. 
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FEATHER GAME _ 


6 to 10 players 
Egg Polo, or Marble Polo 


The children choose sides and face each other across a 
line drawn in the earth. They all try to keep a feather 
floating in the air by blowing upward, and across toward 
the opposite side. If the feather falls to the ground upon 
any side, this counts one against that side. The side on 
which the feather has fallen ten times loses the game. 

Egg Polo. The children choose sides. There is the most 
fun if about five children are on each side. Each side 
groups itself at the opposite end of a dining-room table, 
sitting down and leaning over the table. Two strong 
glasses are placed about three inches apart, close to each 
edge of the table. The “ball” is an, eggshell, from which 
the yolk has been taken, or a marbles At a signal, each 
side tries to blow the shell through the other side’s goal. 

A similar game may be played with,marbles. 


ate 


FORFEITS 
A few players 

See also the next chapter. 

Ask all the children who are paying the forfeit to touch 
the tips of their fingers together, except the middle ones, 
which are bent down to the middle knuckle. First, separate 
the “father” and “mother” (the thumbs) and then put them 
together again. Next, separate “uncle” and ‘‘aunt”’ (the 
first fingers). and put them together again. Separate the 
“sisters” (the last fingers) and put them together again. 
Finally, separate the “sweethearts” (the ring fingers) this 
is very hard to do. 

Ask the children to cross their arms, taking hold of their 
noses with one hand, and of one of their ears with the other. 
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Then have them change places with their hands as rapidly 
as possible. This is entitled ‘‘ways of getting partners.” 

Say three nice things about yourself. 

Place.one hand where the other cannot reach it (on the 
elbow). 

Walk up to four people and see down on your knees and 
smile to each one. 

Laugh, cry, whistle, and sing, each in the four corners of 
the room. 

Two boys blindfolded lie on the floor facing each other 
rather far apart. They grasp left hands and in the right 
hand have a folded newspaper. The one who lands the 
most blows wins. 

Sit on a jug that is lying on its side. With a candle in 
one hand and match in the other try to light the candle. 
This must be done with one heel on top of the other toe 
during the lighting. 


THE GHOST GAME 
10 to 20 players 

Equipment: Sheets. 

A good game for Halloween or for the camp fire at night. 

Some of the players, the leaders at least, should be draped 
in white sheets. The players stand side by side in a long 
line in a darkened room or in the firelight. Then the leader 
in a supulchral tone begins by saying, “I saw a ghost, and 
it went like this.”’” The leader then kneels, and all the rest 
imitate him. Next, in a similar way, other motions are 
suggested, until all the players are kneeling on one knee 
with both arms extended. Then he says, ‘I saw a ghost, 
and he went like this,” and at once gives his next neighbor 


a powerful shove. All the rest are taken unawares, and 
tumble over like tenpins. 
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GUESS WHO | 
10 or more players 

A large sheet of paper is hung in an open doorway. Half 
the children go behind the sheet. One at a time, each child 
behind the sheet sticks his nose through a small hole in the 
paper. ‘Those outside guess to whom the nose belongs. 
When those outside guess right, those behind clap their 
hands; if not they are silent. After playing this-way for 
a while, eyes may be shown instead of noses. © After all 
the noses or eyes have been shown, the two groups change 


places. 
Hide the Ring. See p. 225. 


HIDING IN SIGHT, or Thimble in Sight, or 
Huckle, Buckle, Beanstalk. 
6 or more players 

One child is sent out of the room, and the other children 
hide some small object, like a thimblé, a knife, or a ball, in 
plain sight but in an unusual place. ‘The child then comes 
in again and tries to find the object. Then he chooses 
another child to be sent out, the object is hidden again, 
and the game is repeated. 

If there are many children it soon becomes tiresome for 
those who are left in the room, and the game may be im- 
proved by sending out several children, or by dividing 
the company into two games. As soon as one of them 
finds the hidden article he quietly takes his seat, being 
careful not to show or tell the others where the article was. 
When all this group have taken their seats a new group 
is sent out, and the article or a new article is hidden 
again. 

This game helps us to observe quickly, and teaches us 
how to keep a secret without telling others. 
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Huckle, Buckle, Beanstalk is so called because these 


words are said by each person as soon as he finds the thimble. 


In England children play this game, and call it Thimble in 
Sight. . When one finds the thimble, instead of keeping 
silent, he goes to some other part of the room, and calls out 
“Rorum, Torum, Corum,” and then sits down. 

Is it not interesting to know that children played this 
game in Rome seventeen hundred years ago? 


HOLD FAST! LET GO! 
5 or any multiple of 5 players 

Four children hold the handkerchief, each one by a 
corner. A fifth one keeps saying ‘‘Hold fast!’’ or “Let 
go!’ Whichever he orders, the four players must do the 
opposite. If the commander repeats an order occasionally 
it will add to the confusion of the players. The game ends 
whenever the handkerchief drops to the floor. 

The object of the game on the part of the fifth player is 
to confuse the other four. The four endeavor both to think 
clearly and to codperate. As soon as the fifth player sees 
the handkerchief drop he chooses another to take his place, 
and the game continues. 

Horns. Seep. 210. 
Horseshoes. See p. 242. 


HOW, WHEN, AND WHERE 
Any number of players 
One player leaves the room, and the rest decide upon 

some word for him to guess. When he comes in he asks 
someone these three questions: 

“How do you like it?” 

“When to you like it?” and 

“Where to you like it?”’ 
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If the word is a simple one, like ‘‘sugar,”’ he will Buse 
it easily, but if the word has two meanings, fs “pen,” it 
will be more difficult. ; 

Huckle, Buckle, Beanstalk. See p. 224. 


HUNT THE THIMBLE, or Hide the Ring - 


10 or more players 
The Duke of York 
So High Water ~~ 
Thimble Ring : 
Paddy from Home 

This game is played by all the boys and girls standing 
up in a circle, with the hunter inside. A ring or a key is 
slipped on a long piece of cord or thick twine, the ends of 
which are then tied together. Each one in the circle holds 
this cord with one hand and passes theming along it with the 
other. The game is to pass the ring along while the hunter 
is looking in an opposite direction. The ring may be 
hidden by holding the hand over it uhtil there is a chance 
to pass it on. But the ring must stay only a moment in 
one place. When it has been found, the one who held it 
must take the place of the hunter. 

While the game is being played the players may sing to 
the tune of The Campbells Are Coming the following: ‘The 
ring is moving, I don’t know where!” or, “The ring is com- 
ing, hurrah, hurrah!” 

When there is some difficulty in finding the Ting, some- 
times the other players say, ‘‘So high water,” and place 
their hands about as high as the spot where the ring is 
hidden. 

For another tune to which to play this game, see The 
Duke of York, p. 46. 

Thimble Ring. A ring or a thimble may be used. In 
this game there is no cord or string. All the players but 
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one stand in a circle, each one clasping with his left hand 
the right wrist of his left-hand neighbor. This leaves all 
the right hands free and all of the left hands held. The 
odd player stands in the center of the circle and tries to 
find who is holding the thimble as it is passed from hand 
to hand. The game starts by each player placing his 
right hand first in the right hand of his neighbor on the 
right, and then in the right hand of his neighbor on the 
left, while everybody chants these lines: 

The thimble is going, I don’t know where; 

It is first over here, and then over there. 


When the player in the center thinks he knows who has 
the thimble he goes up to him and says, “My lady’s lost 
her thimble, have you it?”’ If he is right, these two players 
change places. If he is wrong, he asks the one he thought 
had it to find it. This player has one guess. If he guesses 
right, he takes the place of the one who has the thimble, 
the one who was in the center at-the start taking his place, 
and the one who held the thimble going to the center. If 
he does not guess right the first time, he changes places 
with the one who was the hunter. 

Paddy from Home is played much like Hunt the Ring, 
except that each child takes the name of some railroad 
station. All the children sing or say the following rime, 
while the ring is going around: 

Paddy from home has never been, 
A railway train he’s never seen; 
He longs to see the great machine, 
And travel along the railway. 

When Paddy sees the ring he must call the name of the 
station to which it is nearest. If he can do this, the child 
who has that station as his name must become the next 
Paddy. 
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I LOVE MY LOVE- 


10 or more players 
The Minister’s Cat : 7 


The children sit in a circle. The first child says, ‘‘I love 
my love with an ‘a’ ” and fishes the sentence by some word 
that begins with ‘‘a” such as “active.” That is, “I love 
my love with an ‘a’ because he is active.” The next child 
may say, ‘I hate him because he is angry.” The third 
may say, ‘‘I feed him on apples.” ‘The fourth may say, 
‘His name is Alfred.’ The fifth may say, “And he lives 
in Africa.” And soon. After the whole circle has taken 
part the game begins again with the letter “b.” 

The Minister’s Cat. The players sit in a circle. The 
first player says, “The minister’s cat is an active cat.”. 
The one who sits to the magne describes the cat with another 
word beginning with ‘‘a,” and so omaround the circle. 
When the first player’s turn comes next he starts to describe 
the minister’s cat with an adjective beginning with ‘‘b.” 
Anyone who cannot supply a word gives out. Go through 
the alphabet until the players agree to stop. 


INDOOR FIELD DAY 

These games are humorous imitations of well-known 
athletic events. 

Shot Put. A basket, perhaps a wastebasket, is placed 
ten feet from a line, and each one tries to throw six marbles 
into it. 

Hammer Throw. ‘Try to see who can throw balls of 
cotton the farthest. 

Foot Race. Measure the length of the shoes of the players. 
The longest wins. 

Long Distance Mouth. Measure the widths of the mouths 
of those present, and the widest smile wins. 
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Drinking Race. Each player has a glass of water and a 
spoon. The one who can drink his glassful first, a spoonful 
at a time, wins. 

Thirty-Inch Dash. Each player is given thirty inches of 
string. He puts one end in his mouth and leaves the rest 
hanging. The one who can chew his string first and get 
it out of sight wins. A piece of candy may be tied to the 
end of the string. The candy must be brought to the mouth 
without touching it with the hands. 

Sack Race. Each player has a paper sack and blows it 
up and pops it. The one who pops his first wins. 

Hurdle Race. Spaces a yard long are marked off on the 
tloor. The one who can first push a peanut along with his 
nose for the distance of a yard wins. 

Peanut Race. Each player is given one peanut and one 
toothpick. The object of the game is to be the one who 
first drives the peanut with the toothpick across the room. 
The children all kneel by the side of one wall and, at a 
signal, start their peanuts for the opposite one. The one 
who can shout ‘‘Goal!’’ first wins. 

Sixteen Pound Shot. Blow up a paper bag and tie a 
string around the gathered neck. Throw this from the 
shoulder, as if it were a shot, as far as you can. 

Handkerchief Throw. Throw a handkerchief as far as 
you can without folding it or knotting it. 

Tug of War. A prune or a piece of gum or candy is tied 
in the middle of a string. 

Two players start at the end to chew the string. The 
one who gets it first wins. Not necessarily a kissing game. 

Pillow Case Race. Each child has a pillow case and a 
pillow. At a signal, each one tries to put the pillow case 
on and take it off first. 

Crab Race. Two players walk backwards on their hands 
and knees to the goal. The first one who reaches it wins. 
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Drinking Race. Two players lie on the floor upon their 
backs. Each is given a glass almost full of water. At a 
signal, each starts drinking the water while lying in this 
position, and the first one who empties the glass without 
spilling any on the floor, wins. : 

Pin Race. Each player is given one strip of a paper of 
pins and a saucer. He must pull out the pins one by one 
from the paper strip and place each one in the saucer, and 
then take each pin from the saucer one by one and replace 
it in its hole in the paper strip. The one who does this 
first wins. 

Gingerbread Race. Each player must eat a piece of 
gingerbread from a plate on a table, with his hands behind 
his back. 

Jack at All Trades. Seep. 249. 


ae 
JACKSTONES, or Dibs, or Knucklebones 
1 or 2 players ~* 

Jackstones are properly played with five smooth, flat, 
round pebbles. ‘‘Knucklebones’’ are five little joint bones 
from a sheep’s leg. The little five-pointed iron ‘‘stones’”’ 
are usually used instead. 

More than thirty motions have been thought of for this 
game. Usually it is played as follows: 

The five “stones” are laid on the table. The first player 
throws up a ‘“‘stone”’ and catches it on the back of his hand, 
then two, then three, then four, then all five. Next, he 
tosses a single “stone” into the air, and while it is up in 
the air picks up one “stone” at a time, and catches the 
other as it comes down, then two, then three, then four. 
Next, he tosses one into the air, and picks up the others 
two at a time; then, three and one, and finally the whole 
four together. One stunt is called ‘“‘jumping the ditch.” 


Four stones are laid in a line. He tosses the fifth into the 
16 


Sr Mipess in the stall” the left hand i is laid on the: table 
with the fingers outspread, and four of the stones are— 
placed in front of the opening. While one stone is thrown 
up as before, the four others one by one are pushed into the 4 
openings, which are the “‘stalls.” Afterwards they must — 
be picked up together from these four openings where — 
they lie. , 
The word “‘jackstones” was probably originally “chuck- _ 
stones,” that is, small stones that can be chucked or thrown. — 


Knucklebones. See p. 229. 


LOGOMACHY 
2 to 6 players 

This game is played with cardboard letters printed on 
one side. Boxes containing such letters can be bought, 
but it is easy to print them, and cut them out. There 
should be cards for each letter of the alphabet, about six 
for the letters most commonly used, like A, B, C, D, EH, 
M, P, R, S, and T, and one only for such letters as J, X, Y, 
and Z, 

These cards are placed, letters down, on the table. Hach 
one draws one. The one who draws the letter nearest to 
A plays first. Putting all the letters back, the first player 
draws a letter and lays it down, face up, on the table. The 
player to his left does the same. As soon as any player 
can make a word out of one of his own letters and the 
letters laid down by the others, he picks up all these cards 
and places the word that he has made on the table before 
him. For example, if the first player lays down the letter 
O, and the second draws the letter 8, the second makes the 
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word “‘so.” Any word may be taken from any player by 
another player who draws a letter which will make a longer 
word out of it. If you draw the letter B, you can make 

“sob” out of “so,” and take those letters and make this 


your word. The one who can make ten words first wins. 
A good game of quick sight, and a help in learning to spell. 


MALLET GOLF, or Croquet Golf 
2 to 6 players 
This is miniature golf played with a croquet set instead 
of with golf clubs and balls. The holes are glasses or empty 
eans sunk in the lawn or a rough field. The holes are num- 
bered and marked, and the rules and scoring are as in real 
golf. 


MARBLES ‘°* 
Usually from 2 to 6 players 
Ring Taw 4 
First we will describe the old-fashioned game of Ring 
Taw, as played by our fathers when they were children. 
Each boy’s shooter is called a “taw,” and although he 
may lose all his other marbles, he cannot lose this one. A 
ring is made in the hard ground, clay if possible, and each 
player lays a marble down on it at a regular distance from 
the next one. The shooting line is drawn about two yards 
from this ring. ‘The boys decide who shall have the first 
shot by shooting a “taw” from the knuckling-down line to 
the ring. The one who lays his “taw’? nearest to the center of 
the ring becomes the first player. This is quite an advan- 
tage. If a player knocks a marble out of the ring, that 
marble is his, and he may shoot again from the place where 
his “taw” stops. If,in knocking a marble out of the ring, his 
“taw’ stays in it, or is ever knocked into it by another marble, 
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he has to give up all the marbles he has already won, by — 
putting them into the ring, with one added for fine. He — 


% 
a 
x 


also takes up his own “taw,” and may not play until the next 
round. If only one marble is left in the ring, and his “taw”? 
stays in after hitting it, he does not suffer, because the 
game is now over. When one is through shooting he leaves 
his “taw’’ where it lies. 

If a player hits the “taw’” of another, the owner of that 
“taw”? hands over to him any marbles he has won, and 
leaves the game for that round. 

If only two players are left, and one of them has his “taw” 
hit, that ends the game. The player who hit it can get 
only the marbles that belong to the owner of that “taw,” and 
all the marbles left in the ring. 

The following were the rules for the Third World’s Cham- 
pionship Tournament in Marbles, as furnished by the 
Hon. Charles H. Grakelow, who presided over the Tourna- 
ment: 


Rutes GoverRNING COMPETITION 


The Game: Ringer is played in a ring ten (10) feet in 
diameter with thirteen (13) marbles arranged in the center 
ona cross. The object is to shoot these marbles out of the 
ring, the player shooting the largest number of marbles out 
of the ring in any game being the winner of that game. 
No less than two and no more than six may play in one game 
in ringer, except that in championship matches two only 
play. In preliminary eliminations as many as six may play 
in one game. All tournament play is for fair, and marbles 
must be returned to owners after each game. 

Equipment; The playing surface shall be a smooth, level 
area of ground, hard clay, or other suitable substance. The 
ring is inscribed upon this area ten feet in diameter, and all 
play is within this ring. (Note: The outline of this ring 


a 
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‘shall not be so deep or so wide as to check the roll of a 
marble.) ‘ 
With the center of the ring as the point of intersection, 

mark two lines at right angles to each other to form a cross, 
which shall be a guide for placing the playing marbles. 
Place one marble at the center and three each on the four 
branches of the cross, each marble three inches away from 
the next. 

The lag line is a straight line drawn tangent to the ring 
and touching it at one point. The pitch line is a straight 
line drawn tangent to the ring, directly opposite and parallel 
to the lag line. 

Playing marbles shall be round and made of clay, and 
shall be not less than one-half inch nor more than five- 
eighths inch in diameter. 

Shooters shall be round and made,pf any substance, 
except steel or any other metal, and shall be not less than 
five-eighths inch nor more than six-eighths inch in diameter. 

Plan of Play: The lag is the first’ operation in ringer. 
To lag, the players stand toeing the pitch line, or knuckling 
down upon it, and toss or shoot their shooters to the lag 
line across the ring. The player whose shooter comes nearest 
the lag line, on either side, wins the lag. 

The player who wins the lag shoots first in the first game, 
and the others follow in the order as their shooters were 
next nearest the lag line. In the second game, the player 
whose shooter was second nearest the lag line, shoots first, 
the others following in the order established except that the 
player who shot first in the first game becomes last. In 
group play, this rotation continues through as many games 
as is necessary to choose the group winner and one lag only 
ig used. In match play when two only are engaged they 
alternate as above except that: In case they tie on the 
first two games, they lag again to see who leads off in the 


934 QUIET GAMES 


odd game. The same shooter must be used in the lag as is 3 


used throughout the games following that lag, and a shooter 
may be changed only at the time of lagging, when it must 
be used in subsequent game or games. 

On all shots, except the lag, a player shall knuckle down 
so that at least one knuckle is in contact with the ground, 
and he shall maintain this position until the shooter has 
left his hand. Knuckling down is permitted but not 
required in lagging. 

Starting the game each player in turn shall knuckle down 
just outside the ring line at any point he chooses and shoot 
into the ring to knock one or more marbles out of the ring, 
or to hit or knock out of the ring the shooter of an opposing 
player, or players, if any remain inside the ring. 

If a player knocks one or more marbles out of the ring 
or hits the shooter of an opponent, or knocks an opponent’s 
shooter out of the ring, he continues to shoot provided his 
shooter remains inside the ring. In the event a player’s 
shooter passes outside the ring, whether or not he has 
scored on the shot, he shall cease to shoot, but he shall be 
credited with the marbles he has scored. 

If, after a miss, a player’s shooter remains inside the ring, 
he must leave it there and his opponents are permitted to 
shoot at it. If the shooter rolls outside the ring, whether 
he misses or scores, he picks it up until his next turn, and 
then he is permitted to take roundsters and shoot from any 
point of the ring line. 

Playing Regulations: Marbles knocked out of the ring 
shall be picked up by the player who knocks them out. 

Whenever a marble or shooter comes to rest on the ring 
line, if its center is outside the ring, or exactly on the ring 
line, it shall be considered out of the ring; if its center 
is inside the ring, it shall be considered inside the ring. 

A player hitting an opponent’s shooter inside the ring 
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‘but not knocking it out shall pick up any marble he chooses, 


and shall proceed to shoot if his own shooter remains within 
the ring. oor 

However he shall not hit the same opponent’s shooter 
until after he hits another shooter, or knocks a marble out 
of the ring, or he comes around to his next turn to shoot. 

A player knocking an opponent’s shooter out of the ring 
shall be entitled to all the marbles won by that opponent, 
but the opponent whose shooter has been knocked out con- 
tinues in the game, except that: If the opponent who was 
knocked out of the ring had not scored any marbles, then 
he is out of the game, or “killed,” -but the player who 
knocked him out then shall not be entitled to pick up a 
marble for the shot. 

If a shooter knocks out two or more marbles or hits an 
opponent’s shooter and a marble, or hits two opponents’ 
shooters, or completes any other combination play, he shall 
be entitled to all the points scored on the shot. 

When a shooter slips from a player’s hand, if the referee 
is convinced it is a slip, and if the shooter did not travel 
more than ten inches, or if it did not hit another shooter or 
marble, the referee may order “‘no play” and permit the 
player to shoot again. The referee’s decision is final. 

The game shall end when the last marble is shot out no 
matter whether the shooter of the player knocking it out 
remains inside the ring or not. 

Scoring: For each marble knocked out by a player, he 
shall be credited with the score of one. 

For each time a player hits the shooter of an opponent, 
and does not knock it out of the ring, he shall be credited 
with the score of one. 

For each time a player knocks an opponent’s shooter out 
of the ring he shall be credited with all the marbles previ- 


ously scored by the hit opponent. 
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The player having credited to him the largest number of 
marbles at the completion of a game shall be the winner of 
that game. 

If two or more players lead with the same score, those 
in the tie shall play a new game to break the tie. 

A player refusing to continue a game, once it is started, 
shall be disqualified and if only two players are engaged 
the game shall be forfeited to the offended player. 

The score of a forfeited game shall be 13-0. 

Officials: The officials shall be a referee and a scorer, if a 
scorer is available, otherwise the referee shall also keep score. 

The referee shall have complete charge of the play. He 
shall interpet these rules and have power to make decisions 
on any points not specifically covered by these rules. He 
shall have authority to disqualify players for unsportsman- 
like conduct. He shall have authority .to order from the 
playing field, or its vicinity, the coach or other representa- 
tive of any player, who conducts himself improperly. The 
scorer shall keep a record of the game, marking score of 
each player, shot by shot, and at the termination of each 
game, shall notify the referee of the score, and the referee 
shall announce the winner. The scorer may assist the referee 
in enforcing the rules against coaching and may call to the 
attention of the referee any infraction of the rules. 

Penalties: A player shall not— 

Lift his knuckle off the ground until the shooter has left 
his hand. This violation is known as “‘histing.” 

Move his hand forward until the shooter has left his hand. 
This violation is known as “‘hunching.” 

Smooth or otherwise rearrange the ground or remove any 
obstacles. He may request the referee to clear obstructions. 

Penalty—If any marbles were knocked out or dislocated 
in the shot, they shall be restored to their place, and the 
player shall lose his shot. 


Parties ae 
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_ Change shooters during the course of any game, except 
that he chooses a new shooter on each lag, provided he uses 
that shooter in the subsequent game. . as 

Penalty—The player shall be disqualified from the game. 

Communicate in any way with his coach the course of the 
game. z 

Penalty—Forfeiture of all the marbles he has knocked out 
of the ring, said marbles to be returned to the game and 
placed on the cross. 

A coach shall not give instructions to either his own or 
any other player engaged in the game. 

Penalty—Coach shall be ordered from the playing field, 
if after being warned once, he continues this violation. 

Age of Players: The tournament is open to boys or girls 
of fourteen years or under. 

A boy or girl who becomes fifteen on»gr, after the last July 
1, is eligible to play, and one who becgmes fifteen any time 
before the next July 1, is not eligible to play. 

Definitions: The term ‘‘marbles”’ in‘these rules is used to 
denote the object marbles only variously known as mibs, 
miggs, commies, hoodles, ducks, etc. 

The term shooter is used to denote the offensive marble, 
variously known as the taw, moonie, glassie, etc. 

“Knuckling down” is the act of resting a knuckle or 
knuckles on the ground when shooting. 

“Shooting” is the act of holding the shooter between the 
thumb and the first finger and releasing by force of the thumb. 

“Hunching” is the act of moving the hand forward across 
the ring line when shooting from the ring line or forward 
from the point at which the shooter came to rest when 
shooting inside the ring. (Forbidden.) 

“‘Histing” is the act of raising the hand from the ground 
in shooting. (Forbidden.) 

‘“Roundsters” is the privilege of taking a different posi- 
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tion on the ring line for shooting and is permitted only at 
the start of the game or on a turn after a shooter has passed 
out of the ring. 

“For. fair” is playing for sportsmanship only, when 
marbles are returned at the end of each game to their owners. 

“TLofting” is the act of shooting in an arch through the 
air to hit a marble. This is the most skilful shot in ringer. 

“Bowling” is the act of rolling a shot on the ground to 
hit a marble. 


MY GRANDFATHER’S TRUNK 
Any number of players 
Everyone being seated in a circle, somebody begins by 
saying, for instance: 
No. 1. “I pack my grandfather’s trunk with a pair of spec- 


tacles.”’ 

No. 2. “I pack my grandfather’s trunk with a pair of spec- 
tacles and a silk hat.” 

No. 3. “I pack my grandfather’s trunk with a pair of spec- 
tacles, a silk hat, and a dime novel.” 

And so on, each person repeating all the articles already 
mentioned, beside adding a new one. 

If anyone fails to repeat the list correctly, he drops out 
of the game, which keeps on until nobody can repeat the 


list correctly. 
No, Sir, Not I, Sir. See p. 241. 


OBSERVATION 
Any number of players 
Each player is given a pencil and a sheet of paper. A 
tray is brought into the room containing a variety of small 
articles. Each person is given one minute to look at the 
tray, then he must sit down and write from memory all 
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the objects he can remember. The one who makes the 
longest list wins. 

Another way to play this game is for us to march by the 
tray in single file, and then see how many of the objects we 
can remember and write down. 

The Old Woman from the Woods. Seep. 249. - 


PACK UP YOUR TROUBLES, or Popularity 
20 or more players 

Let us suppose there are more boys than girls. The boys 
choose girl partners. The extra boys stand in the center, 
and the rest march round in a circle with their partners, 
while they sing or someone plays the chorus of Pack Up 
Your Troubles. At the phrase ‘‘What’s the use of worry- 
ing?” the boys right-about-face and march in the opposite 
direction, while the girls keep on as“before. When the 
music stops suddenly or the leader shotits ‘‘Partners!’”’ each 
boy must try to find a partner, and those in the center try 
to take a partner. Those who get no partners go into the 
center for the next round. 

This game is sometimes called Popularity, and may be 
played to the music of Turkey in the Straw (Old Zip Coon, 
Victor Record 20592) or Jolly is the Miller (p. 59; Victor 
Record 20214). 

Paddy from Home. See p. 226. 
Peanut Pass. See p. 240. 


PEANUT PITCH 


Any number of players 
Peanut Relay Race 
Peanut Pass 
There is a pile of peanuts on the floor. Each player is 
given a table knife. On a table, about twelve feet away, 
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are pans, one for each player. At a signal, each player 
dips his knife into the peanuts and gathers up as many as 
he thinks he can carry on the blade. The object is to pitch 
the largest number of peanuts safely into one’s pan. Any- 
one who drops a peanut or peanuts must stop and gather 
up each one and get it upon his knife without the help 
of his hands, and go on again. No one at any time may 
touch the peanuts with the fingers. . 

Peanut Relay Race. Chairs are placed side by side at 
one end of the room On each chair is a bowl containing 
an equal number of peanuts and a table knife. At the 
other end of the room side by side are two chairs containing 
empty bowls. Equal sides are chosen, and each side stands 
beside one of the chairs containing a bowl of peanuts. At 
a signal, the first player of each line takes the knife, picks 
up a peanut with it, without using his hands to put the 
peanut on the knife blade, and carries the peanut to the 
other bowl. If he drops a peanut he must pick it up on 
the knife without the help of his other hand. As soon as 
he has dropped a peanut in the other bowl, he runs back 
and gives the knife to the second player in his line, who does 
the same. The side that gets all the peanuts in the bowl 
first wins. 

Peanut Pass. The company is formed in two lines 
facing each other. A pan of peanuts containing an equal 
number of peanuts stands beside each leader, and an empty 
pan at the end of each line. Everyone in each line claps 
his neighbors’ hands and must not once unclasp hands. At 
a signal, the leader picks up one peanut at a time and 
passes it down the line as rapidly as possible. If a peanut 
is dropped it must be picked up with hands clasped. The 
side which first passes all its peanuts from one pan to the 
other gets all the peanuts. 
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POOR PUSSY —- 
6 or more ‘ployers 
The players sit in a circle. One player who has been 
chosen to do so kneels down in front of someone in the 
circle and cries ‘““Mee-ow” in the funniest way possible, 
while the other player pats him on the head, saying “ Poor 
pussy.” The kneeling player has three trials to make the 
seated one laugh. If he fails, he tries someone else, if he 
succeeds, they change places. 
Popularity. See p. 239. 


PRINCE OF PARIS, or No, Sir, Not I, Sir 
6 or more players 

A player is chosen as leader; the others are numbered 
from one up, and all are seated. oe. 

The leader, standing in front, says, {The Prince of Paris 
has lost his hat. Did you find it, Number 4, sir?” Then 
Number 4 jumps to his feet and says, “What, sir! I, sir?” 

Leader. ‘Yes, sir. You, sir.” 

Number 4. “Not I, sir.” 

Leader. ‘‘Who then, sir?” 

Number 4. ‘No. 7, sir.” 

Number 7, as soon as his number is called, must jump at 
once to his feet and say (before the leader has time to 
repeat, “The Prince of Paris has lost his hat’’), ‘‘ What, 
sir! I, sir?” 

Leader. ‘Yes, sir. You, sir.” 

Number 7. “Not J, sir,” 

Leader. ‘Who then, sir?”’ 

Number 7. “Number 8, sir.” 

Number 3 immediately jumps to his feet, and the same 
dialogue is repeated. The object of the game is for the 
leader to say, ‘The Prince of Paris has lost his hat,’’ before 
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the player named can jump to his feet and say, “ What, 4 


sir! I, sir?” If he succeeds in doing this, he changes places 
with the player who failed in promptness, that player 
becoming leader. 

Should any player fail to say “‘sir,”’ this also is a mistake 
and the leader may change places with such player. 

Even after some practice, players usually find that to 
play this game successfully requires close attention. 


QUOITS, or Horseshoes 
2, 4, or 6 players 

Two wooden posts about an inch thick are driven into 
the ground at any convenient distance apart. The posts 
stick up about four or six inches above the earth. Each 
of two or more players, in turn, stands behind one post and 
pitches two horseshoes, one at a time, at the other post. 
When horseshoes are not available, bean bags may be used. 

When all the players have pitched, the score is counted 
perhaps as follows: nearest the post, one point; if both 
the horseshoes of one player are nearer the post than any 
opponent’s horseshoe, two points; a “ringer” (encircling 
the post), three points. Sometimes the play is that the 
horseshoe farthest from the post subtracts one point from 
its pitcher’s score. 

From behind the post first aimed at, the players pitch 
next for the other pest. The game may be for the largest 
score or for a definite number of points, say twenty-one. 
Teams of two or three players may compete or each may 
score singly, 


RAPID PASS 


10 or more players 


The players all stand in a circle. Four or five articles 
are handed to as many children. These articles should be 
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of different sizes and shapes, such as a broom, a waste- 


paper basket, a thimble, or a hairpin. While music is 
being played these articles are passed around. ~ Those who 
are holding any of the articles when the music stops must 
drop out of the game. 

Of course, no one wishes to drop out, so everyone must be 
alert and move as quickly as possible, keeping the articles 
passing all the time. 

Ring Taw. See p. 231. 


RING TOSS 
2 to 10 players 

The rings may be made of rattan or rope. There should 
be seven of them. ‘The smallest should be about eight 
inches in diameter, the next in size just large enough to 
encircle it, and so on. A stake may be driven into the 
ground or into the middle of a board; sixteen or eighteen 
inches square, with a hole in the middle. 

Each player may play for himself or the players may be 
divided into sides. Standing at a starting line, the first 
player tosses the rings in order of size, beginning with the 
largest, at the stake. Ringing the stake with the largest 
counts one, with the next smaller, two, and so on. 


SHADOWS 
6 or more players 
For this game you require a white sheet to be hung up 
at the end of the room. Then the ‘“shadow makers” take 
up their places on low stools behind the sheet. There must 
be only one lamp in the room, which should be placed 
about six or seven feet behind the ‘‘shadow makers.” Then 
the “shadow makers’ drape themselves with shawls or 
anything handy, and take their places so that their shadows 
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are thrown upon the sheet. They must try to disguise 


themselves so that the ‘‘shadow seekers” may not be able 
to guess their identity. By loosening the hair and letting it 
fall over the face, a girl may appear like a man with a 
beard; bending the finger over the nose gives one a very 
queer-looking hooked nose in the shadow, and entirely alters 
the appearance of the face. Covering oneself up in a sheet 
and then extending the arms, gives one the appearance of a 
large bat. 

As soon as a “shadow maker’s” name has been guessed, 
he must take his place as a ‘‘shadow seeker,” and the one 
who guessed him becomes a “shadow maker.” Any 
‘‘shadow seeker” who glances behind the curtain must pay 
a forfeit. 


SHAKE HANDS BLINDFOLDED 
6 or more players 

The boys are lined up against one wall and the girls 
against the opposite wall. The first boy and the first girl 
are blindfolded and are told to walk toward each other 
across the room and shake hands. No one must help them 
or make a sound while they are trying to do so. If either 
of them reaches anyone else in the room and starts to shake 
hands, he must be corrected. As soon as they have suc- 
ceeded in reaching each other and shaking hands, the next 
two start. 

Shouting Proverbs. See p. 214. 


SLAP CATCH 
10 to 15 players 


The players stand in a circle, with one in the center. 
Those in the circle bend their elbows, which should touch 
the sides, and put out their hands in front, with palms 
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downward. The object of the one in the center is to slap the 
hands of any player in the circle while they are thus put 
out. The circle players may bend the hands downward or 
sideways at the wrist, but may not draw the arms back or 
change the position of the elbow. Anyone slapped this 
way changes places with the one in the center. ¥ 

The one who is in the center should dart quickly and 
unexpectedly from one part of the circle to another, with 
many false moves that will keep the circle players uncertain 
where he is going to slap next. The circle should not be 
too large, or the game will drag. When there are many 
players it is better to have two circles. ° 


SLICING FLOUR 
Not more than 10 players ; 

Fill a medium-sized bow] with flourand press it down 
hard. Turn it out on a large plate, plage in the center of a 
table. On top of the mold, thus formed, lightly lay a small 
ring. 

The object of the game is to slice as much flour from all 
four sides of the mount as possible, without disturbing the 
ring. Each player has a broad-bladed knife, and each in 
turn cuts away a thin slice of flour, until finally only a 
slender column is left with the ring on top. 

The unlucky person knocking down the ring is obliged 
to pick it up from the pile of flour with his teeth. As he is 
probably laughing as heartily as the others, this is quite 
hard to do. 

So High Water. See p. 225. 


SOAP BUBBLE POLO 
Not more than 8 or 10 players 


Each child is provided with a penny clay pipe. The 


children often being divided into equal sides sit at opposite 
17 


or Pinned with ae pins under and acro 
table__ At each end of the table is placed sy upside 
down and a bowl of strong soapsuds. The object is for 
each side to blow its soap bubbles past the tumbler, which - 
is the goal at the opposite end. Ata signal, all upon each © 
side dip their pipes in the suds and make bubbles, and pro- — 
ceed to blow them or to push them with the hands to the — 
other end of the table. Neither side may touch the bubbles — 
made by the other side, but each player may try to blow or 
push his own bubble so that it will hit or break an opposi- — 
tion bubble. Each time a bubble passes the opposite goal 
one score is made by the side that got it across. Any ~ 
player may encroach upon the opposite side of the table © 
in endeavoring to push his bubble across. 


SPANS 
6 to 10 players 

This game is played with buttons. Each player has a 
button, and an extra button is laid on the floor or ground 
near a wall. The others in turn snap their buttons against 
the wall, trying to do so, in such a way as to rebound near 
the first button. The scoring is by ‘‘span,” that is, the 
distance between the player’s stretched thumb and little 
finger. It is as follows: 

If his button drops within one hand’s reach of the button 
first laid down, 2. 

If within two spans, 1. 

If it hits the buttons and bounds away within one span, 4. 

If it so bounds within two spans, 3. If farther, 1. 

The game is usually for 25 or 50 points. The one who 
first scores the required number wins. 
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The leader should be a good story-teller. He gives eac 

of the players the name of some part of the stagecoach or 
of some of the passengers. One may be the “whip,” one _ 
the “wheels,” one the “cushions,” one the “windows,” ay 
‘others the “brakes,” ‘‘driver,” ‘‘harness,”’ “horses,” or 
“the fat old gentlemen,” ‘‘the woman with the bandbox,” 
ete. If there are many players, several may be given the 
game names, although those who have the same names 
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should not be seated near each other. 
All the players but the leader are seated either in a circle 


or anywhere about the room. The player now tells a story 


about a stagecoach. Whenever he names one of its parts 
or passengers, the one or ones bearing that name must get 


up, whirl around once, and sit down*again. Any player 


who does not get up at once when his name is called is 
either out of the game or must pay a forfeit. Whenever 
the story-teller says, “Stagecoach!” all the players must 
get up and turn around; whenever he says ‘‘Stagecoach 
upset!” all the players must change seats. The leader now 
tries to get a seat for himself, and the player who is left 
without a seat becomes leader for the next game. 


TEAPOT 
Any number of players 
One player is sent out of the room. The rest decide upon 
some object in the room. They then call back the one who 
has gone out to guess what has been selected. Each one 


says something about this object, but uses the word “‘tea-— 


pot” in place of the object itself. For example, the clock 
is chosen. One of the players says, “Teapot has hands.” 
Another says, ‘‘Teapot strikes.” The one who says some- 
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thing which enables the guesser to learn what the object 
is now becomes ‘‘It,’’ and goes out. 


TENPINS 
2 to 8 players 
Regular ‘‘tenpins’’ may be used, or anything that may 
be made to stand up, from clothespins to small Indian 
clubs. The pins are set up in the form of an equilateral 
triangle and bowled at by a hard rubber ball or a baseball, 
at any agreed distance. The score is kept as in bowling. 
The players may play individually or in sides. 
Thimble in Sight. See p. 224. 
Thimble Ring. See p. 225. 


™ 


TIDDLEDY-WINK GOLF 
2 to 6 players 
Regular tiddledy-wink chips or buttons are used instead 
of golf clubs and balls. Small glasses form the holes, 
books the bunkers, and dishes of water the water hazards. 
The scoring is as in regular golf. 


TIT-TAT-TO, or Tip-Tap-Toe 
Not over 6 players 

A circle is marked out on a sheet of paper or on the 
ground or sand. Across this through the center straight 
lines are drawn, making pie-shaped sections, about ten or 
twelve in number. Each of these sections is marked by a 
number. The players in turn close their eyes and touch a 
section with a pencil or a stick. The number of the section 
they touch is their score. When a section has been touched 
it is crossed out. Touching it again gives no score. The 
largest score wins, except that if anyone touches the center 
he at once wins the game. 
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TRADES, or Jack at All Trades, or Old Woman from the 
Woods — 
10 or more players 

Half of the players go out of the room. Those who stay 
in the room decide which of the trades they will act out. 
They may decide to milk cows, hang wall paper, cobble 
shoes, or run a*lawn mower, etc. As soon as the outsiders 
come back, those inside make the motions of the trade. 
which they are asking the others to guess. If the outsiders 
guess right, then they take the places of those who are 
inside, and act out some other trade. 

Old Woman from the Woods is played the same way. As 
the outsiders come in the insiders say, ‘‘Here comes the 
old woman from the woods.” The other side asks, “‘What 
canst thou do?” The first side replies, ‘‘Do anything!” 
The second side says, ‘‘Work away!” *#The first side now 
does what it has decided upon, like knitting, sweeping, dig- 
ging a garden, chopping wood, etc. The second group 
tries to guess what they are doing. If they guess correctly, 
it is their turn to perform. If not, the first group goes out, 
and decides on a second thing to do. 

Girls usually like this game. 


TREASURE HUNT 

Any number of players 
The leader reads a mysterious letter containing directions. 
how to start the hunt for the treasure. For example, all 
of the players are standing at the foot of steps leading up 
to a building. The directions may be, ‘Walk twice as 
many steps to the east as there are steps to the building.” 
Perhaps the building has sixteen steps. The players go 
eastward thirty-two paces, and if they have run in the 
right direction they find tacked upon a tree the next instruc- 
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tion, and so on. Sometimes the advice may be found widen 


neath a stone, or tacked to the side of a house. The last 


suggestion may be, ‘‘The treasure is within thirty feet of 3 


this spot.” When the treasure is found, which may be 
hidden under a pile of leaves or behind a rock, it ee 
prove to be a box of taffy or a basket of apples. 


Twenty Questions. See p. 253. 


UP, JENKINS! 
10 to 20 players 

The players are divided into two equal sides who are 
seated opposite each other leaning over a bare dining-room 
table. 

One side takes a silver quarter and passes it back and 
forth, with all their hands beneath the table. At the count 
of ten by the leader of the other side, that leader shouts, 
“Up, Jenkins!’”’ and all the hands on the other side are 
raised together high over the table, with all their fists 
clenched. ‘‘Down, Jenkins!” calls the other leader, and 
all those with hands up must slap their hands down flat 
upon the table. As they do so, the silver quarter usually 
jingles noisily upon the board. ‘Then the captain of the 
opposite side consults with his men as to who has the 
quarter. He orders those who he thinks do not have it, 
one by one, to raise their hands. If all the hands until the 
last are empty, he takes the quarter, and his side hides it. 
If the quarter turns up before the last hand is reached, the 
other side has the privilege of hiding it again. 

WALKING SPANISH 
A few players 
The player bends over a cane with his forehead resting 


on his two hands on the top of the cane. In this position 
he must walk around the cane three times, then stand erect 
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~ suddenly and walk straight ahead. His walk will be far 
from straight. 

There should always be one or two players standing near 
by, so that the one who is BY may not fall, trip, or be 
hurt. 


WALKING THE CEDAR SWAMP 
A few players 

The one who is paying this forfeit stands in the middle 
of the room. Each of the others may ask him any question. 
When he answers, if the answer is “‘yes,” he steps forward 
one step, and backward when it is ‘‘no.”’ He wants to 
get across the room, but he cannot do'so unless the answers 
permit. 

WHITE ELEPHANT SWAPPING 
Any number of players; 

Each child is asked to bring some plaything which is good 
but which he has tired of. The hostess will provide others 
for those who forget to bring any. As the first guests arrive, 
they may be set to wrapping all the packages in white 
paper. Each child is then given a “grab” out of a waste- 
basket, and the children start to “swap” with each other, 
without uncovering the parcels, judging the value of the 
article they give or take by the size, weight, or feeling. At 
a signal, all the packages are opened. Yor their further 
satisfaction, the children may continue to “‘swap’’ until they 
go home. No doubt each child will be pleased with the 
result of his own “swapping.” 


WHO AM I 
Any number of players 
Slips of paper have been prepared upon which have been 
written either the names of prominent or distinguished 
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persons or of men personally known to those in the party. 
As the guests enter the room one of these slips is pinned © 


to the back of each one present. The object of the game is _ 


for each one to find out “who he is.” He does this by walk- 
ing about the room and asking each one, “Who am I?” 
Each one responds by making some statement about the 
personality whose name is pinned to his back. Suppose, 
for example, that the name is “ Washington.” One player 
may say, ‘‘You are a soldier.” Another may add, “You 
used to be a surveyor.” Still another may answer, “You 
married a widow.” Each makes an answer that is true but 
indefinite. For instance, one would not say, “You could 
not tell a lie,” because the player would guess at once that 
he was George Washington. As soon as each one guesses 
his name he takes the slip from his back. The winner is 
the one who first guesses his own name. 


WINK 
An uneven number, 21 to 41 players 

An uneven number of players is required for the game. 
Suppose there are twenty-one players. Eleven chairs are 
placed in a circle. Eleven players stand behind these 
chairs as guards. Ten players are seated in the chairs. 
The object of the game is not to be the guard of an empty 
chair. All the seated players look toward the one who is 
guarding the empty chair at the beginning. He winks at 
someone who is seated. At once that one springs up and 
runs across and fills the empty chair. He may not escape 
if his guard lays his hands upon his shoulders. Each guard 
must keep his hands at his sides and must not touch the 
shoulders of the one he is guarding until he sees his player 
winked at. The guard who is not paying attention is in 
danger of losing the one whom he is guarding. 
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"WORDS, or Word Making 
6 to10 players 
Each player has a pencil and a sheet of paper. A long 
word is given out, which each writes at the top of the sheet. 
Then all are given ten minutes to see who can write the 
longest list of words, using only the letters found in this 
word on the paper, and never using any letter oftener than 
it appears in the word. The one who makes the longest 
list wins. 


YES OR NO 
10 or more players 
Twenty Questions 


One of the players is sent out of the room. The rest 
decide upon some object in the room, — The guesser comes 
in and asks questions to find out whdt* the object is, but 
all the questions must be such that they can be answered 
by “yes” or “no.” For example, the guesser must not 
say, ‘What color is it?” but he may say, ‘‘Is it red?” 
The one who answers when the guesser guesses right becomes 
“Tt,” and goes out. 

Twenty Questions. In playing this game the guesser 
may ask only twenty questions. If he has not guessed the 
object correctly before he has used up his twenty he must 
pay a forfeit. If he can do it within twenty questions then 
he chooses the one who is to be “‘It.” 


game, usually executed by two players to make fen fer the» 

others. A forfeit is a stunt, done as a penalty, usually for 

losing a game or making a foul while playing Bt. teint 
A number of forfeits are given on pages 22] and 222. 


ARN’S LENGTH TAG 
stretched out without bending. Hach tries to tag the other 
without being tagged himself. Touching each other's hands 
does not count. The score is 21. 

Lots of twisting and dodging gives Sport to this game, 


APPLE SNAPPING 
Two children are blindfolded, standing about a yard 
apart. ‘Two apples are hung by strings at about the height 
of each one’s head. Each is told to bite one of the apples. 
As the strings are likely to get twisted, this becomes very 
exciting and amusing. 


CHINESE GET-UP_ 
Two children sit back to back with their arms locked. 
Each tries to get up. The one who gets up first wins. 
(254) 
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COCKFIGHT, or Rooster Fight, or Trussed Fowls 


Two players squat inside a circle that has been drawn on 
the ground. Each puts a broomstick under his-knees, puts 
his arms under the stick, and clasps his hands in front of 
his knees. Each then tries to topple the other over. The 
one who ean succeed in doing this first wins. 


DEER STALKING 

Two players only play this game, but it is great fun for 
the others to watch. One player is called the “deer,” and 
the other the “stalker.” The two stand at opposite ends 
of a long dining-room table, and at 4 signal the “stalker,” 
who is blindfolded, begins to chase the “deer.” Neither 
one must leave the room. In order to make it as hard as 
possible for the “stalker” to catch the “deer,” the “deer” 
may wear felt slippers, or move about4m his stocking feet. 
When the “stalker” has caught the ‘tdeer,” the “stalker” 
becomes “deer,” and the new “stalker” chooses another 
“é deer.”’ 

In order to make it more amusing and harder for both, 
both may be blindfolded. All who are watching the game 
must remain seated, but the deer must not sit. 


DOG COLLAR 


Two players get on their bands and knees, and face each 
other, each kneeling on 4 cushion. A long towel or cloth 
is tied around both their necks. Each tries to see if he can 
pull the other off the cushion. 


FAST AND FASTER 


Rub the top of your head with one hand, and at the same 
moment pat your chest with the other. Now pat your 
head and rub your chest. Next, do both with the left hand. 
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FOX AND GEESE 

Seventeen beans may be the “geese” and a nut the fon.” 
The “geese” are placed in the top square and around the 
two adjoining edges, while the ‘fox’ 
is in the center of the board. The 
‘geese’? move first. ‘They may be 
moved along in the direction of any 
line, but only one hole at a time. Their 
object is to block up the “fox”? in a 
corner, or to surround him so that 
he cannot move; while he tries to take 
all the “geese” that he can by jump- 
ing them, which he may do whenever it is his turn to move 
and when he is standing next to a “goose” who has a vacant 
hole behind him. If the “fox” can clear off ‘“geese’’ from 
the board so that there will not be enough left to block him, 
he wins, but if the player is skilful enough with the “reese” 
he will usually pin the fox in some corner, 

Another way to play Fox and Geese is upon a checker- 
board, with four white men for the ‘“peese’’? and one black 
one for the ‘‘fox.” The “geese”’ 
are placed on four white squares at 
one end of the player’s board, and 
the ‘fox’? may be placed wherever 
his owner pleases. The best place 
for him is that marked on the 
diagram. The ‘geese’? can move 
only forward, but the “fox” moves 
any way. The object of the‘ geese” 
is to pin “fox’’ so that he cannot 
move. If the game is played skilfully enough ‘by the owner 
of the “geese,” they will win. ‘The best plan for the owner 
of the “geese” is to keep them all in the line as much as 
possible, ‘The “fox” tries to prevent this, and if he can 
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_he is almost sure to be able to pass through them. 


arrange it so that one “goose” stands in front of another, 


GO-BANG 


A checkerboard or any board laid out in squares may be 
used, or you can make a board for yourself by laying out 


- squares with a pencil. From twelve to twenty squares will 


be enough. Black and white checkers or buttons of two 
different colors may be used. The object is to get five of 


_ your own color in 4 row, in any direction, straight or diag- 


onal, by laying them down in turn one at a time. Of course, 
you try not only to get five yourself, but to prevent the 
other player from getting five, by placing one of your men 
at one end of the line that he is starting. 


GRASS GAME *** 
2 or more players * 

A game played by Japanese children, 

Bach child gathers a handful of grass.from the side of the 
road. Hach one makes a loop of a blade of grass by holding 
the two ends in his hands. Another child loops his blade 
of grass through this, and the two children pull. The child 
whose grass blade breaks first, looses, and must give his 
two pieces to the other one. As long as a child wins he may 
continue to play, but as soon as his blade breaks he must 
wait and give another child a chance. The player who has 
won the largest number of broken grasses from the others 
at the end of the game wins. 


HAND AND FOOT 


Two boys stand facing each other, each having one foot 
forward, Their right hands are held about shoulder high, 
with the palms facing outward. At a signal, each one tries 
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by pushing the palm of the other’s hand with his own either 
to move his foot off the ground or to throw him off his 
balance. The one who does this wins. 


~ High or Low? See p. 260. 


HOP SCOTCH 


A pattern like one of these diagrams, perhaps six to twelve 
feet long, is scratched on the ground or marked on the pave- 
ment with chalk. The first player starts a few feet from the 
lower or left of the diagram. He tosses a stone into the near- 
est space. He then hops into this space, while still standing 
on one foot, and kicks the stone out toward the mark from 
which it was tossed. He must never step on a line or leave 
a stone on a line, if he does he is put back one space. If he 
does this successfully he steps back and tries for space 2 
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= hopping back from 3 to 2 and from 2 to 1, and soon. If — 
i he misses, the next player tries. The one site successfully = 
Ze nate in all the spaces first wins. ey 


-and so on through all the spaces, cae . 


According to one rule, at the end the player must place 
Ber, pebble on his toe, kick it in the air, and catch it in his 
send. 

How Many Fingers? See p. 260. 


yee 
HUL GUL « 
Morra 4 
High or Low? ~ 
Odd or Even? 
How Many Fingers? 


This game is usually played with beans. The first child 
holds up his hand clasped around some beans, and says, 
“ul gul.” The second says, ‘Hands full.” The first 
one says, ‘Parcel, how many?” that is, how many in 
this parcel? The second player then guesses the number. 
Sometimes one guess and sometimes two guesses are allowed. 
If the guesser guesses four, and the real number is six, the 
first one says, ‘‘Give me two to make it six,” and so on 
until all the beans have been gained by one of the players. 
If the one who is guessing guesses too many, such as seven 
when there are five, he pays the difference to the one who 
holds the beans. Each takes turns at guessing and in 
holding the beans. 
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Morra is a game often played by Italian children. 
At a signal, all the players quickly hold out their right 
hands with a certain number of fingers extended. As they 
do so,-each one shouts his guess of the total number of 
fingers in sight. The one who names the exact number wins. 
High or Low? One child takes a pebble and hides it in 
one hand, closes his fist and places one hand above the 
other. He then says: 
Handy, dandy, riddledy, ro, 
Which will you have, high or low? 


‘“‘High’” means the upper hand, “low” the lower one. 

If the other guesses right, he hides the pebble next. 

Odd or Even? Each child has an equal number of beans. 
Laying some of them to one side, one of the children holds 
up his closed hands, and asks the other, ‘“Odd or even?” 
If the guess is even, and the beans are even, the one who 
has guessed right takes all that were in the other one’s 
hand. If the guess is even, and the true number is odd, the 
one who holds the beans says, “Give me one to make it 
odd.” Then the other one hides the beans, and the one 
who had the beans before guesses. The game is played on 
until all the beans belong to one of the players. 

How Many Fingers? One child kneels and hides his 
head in the lap of another, who says: 

Mingledy, mingledy, clap, clap, clap. 
How many fingers do I hold up? 

If the one who is hiding guesses right he takes the other’s 
place, and the other child guesses. Whoever kneels must 
keep on kneeling until he guesses right. 


INDIAN WRESTLE > 


Two boys lie on the ground, side by side in opposite 
directions, with their right hands locked together. As they 
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-eount three in unison they each raise their right feet and 
lower them twice. At the third count they lock their heels 
together suddenly and each one tries to force the other one’s 
leg down to the ground, thus throwing him over on his face. 


JACKSTRAWS 


This game, played with little sticks of wood of the shape 
of matches but a little longer, with ornamental carvings at 
one end, may be bought at the toy store, but they also 
may be made out of small irregular twigs, from two to 
three inches long. At the toy store a handle with a crooked 
end is furnished for a hook, but one equally as good may be 
made from a match with a bent pin at the end. The game 
is for two. The jackstraws are thrown upon the table, a 
sheaf of them being tightly clasped in the right hand at a 
distance of a foot above the table, and#lll of them dropped 
upon the table at once. After it has«been decided who is 
to play first, that one takes his handle and tries to lift or 
move one of the “straws” without disturbing any of the 
others. As often as he can do this he plays again, but as 
soon as he fails it is the other player’s turn. The one who 
has the most jackstraws when all of them have been drawn 
out, wins. 

Morra. See p. 260. 
. Mumblety Peg. See p. 263. 


NAUGHTS AND CROSSES 


Let us suppose that I make a cross in the center, and you 
begin with a naught (0) in the upper right- 
hand corner. Then I put down a cross (+) 
in the upper left-hand corner. You see what 
I am trying to do, so you put a naught in the 
lower right-hand corner, which prevents me 
18 
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from getting my three crosses in a row diagonally. Now if — 
I put a cross down in the lower left-hand 
corner, you can put your naught between _+ 0 
your first two and get “‘tit-tat-too, three in a + 
row.” But it would be better if I should + fe) 
put my cross between your two naughts, 

because although nobody can win this game, I certainly do 
not wish to lose it. 


NEWSPAPER RUN 


The runners walk on newspapers, one for each foot, 
holding the end of each newspaper in each hand. The one 
who finishes first at a given distance, without getting off 
either of the newspapers, wins. 


NUT RACE 


Outdoors the course may be a straightaway, but indoors 
it is a circle around four chairs. ‘Two players are each 
given a nut, preferably a peanut or a walnut. 

Each places the nut on the back of his right hand and 
holds his left hand behind him, so as not to be tempted to 
use it, and at a signal both race for the goal. If the nut 
falls to the ground or a player is detected helping himself 
with his left hand, he must start over. 

This may be used as a relay race. 


Odd or Even. See p. 260. 


OPERA GLASS RACE, or Taking a Walk Into Dublin 


Two opera glasses are needed for this race. 

Two straight lines are made from one side of the room 
to the other, parallel to each other, by stretching two pieces 
of white string along the carpet or rug, attaching them at 
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each end. Each player starts at one end of the string and 
tries to walk, step by step, with one foot put straight in 


front of the other, while he is looking at his feet through 
the wrong end of the opera glass. z 
This is very hard to do, and very funny while doing it. 


POT THE BEAN - 
Bean, bean porridge cold, bean porridge hot— 
Who'll be the quickest to fill the bean pot? 

In this game each child has a cup or a glass full of beans, 
and a small spoon. Emptying the cup on the table, each 
one tries to fill it again with beans by picking up the beans 
with the spoon. If either child touches a bean with his 
fingers he must begin over. The one who fills his cup first 
wins. 


RAINY-DAY RACB* 


Two girls stand side by side at one end of the room. 
Beside them are as many closed suitcases, each containing 
a pair of rubbers, a pair of gloves, and an umbrella. Ata 
signal, each girl opens a satchel, puts on the rubbers and 
the gloves, raises the umbrella, and runs to the goal. Here 
they all put down and close the umbrellas, take off the 
gloves and rubbers, put gloves, rubbers, and umbrella into 
the satchel, close the satchel and come back, carrying the 
satchel, to the starting point. Although everyone is in a 
hurry, nobody must run. 

Roadside Whist. See! p. 265. 
Rooster Fight. See pp. 179, 255. 


STICK KNIFE, or Mumblety Peg 


This game is played with a pocketknife with the blade 
open. Each child plays with his own knife, but all try to 
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see who can do all the motions first. The players are seated 
on the grass or soft earth, and each one tries to throw his 
knife in such a way that the blade will stick into the ground. 
The actions usually are in this order: 

1. The knife is held in the palm of the right hand with 
the point outward, so that it will revolve toward the player, 
and is thence thrown into the earth. 

2. It is held in, and thrown from the left hand. 

3. It rests on the right fist, with the point upwards, and 
is thrown sideways. 

4. It is thrown in the same way from the left fist. 

5. The knife is pressed with the point resting on each 
finger, and thumb of the right hand in turn, and thrown 
outward. 

6. The same is done with the left hand. 

7. It is held by the point and flipped from the breast, 
the nose, and each eye. 

8. It is thrown from each ear, with the arms crossed, 
and taking hold of the opposite ear with the free hand. 

9. It is thrown over the head backwards. 

If at any time the knife does not stick in the ground, the 
next player takes his turn, going on where he left off before. 

The game got its old name of Mumblety Peg from a rule 
that the winner was allowed to drive a sharp peg into the 
ground with three blows of his knife, and each of the losers 
in turn must ‘‘mumble” it, or pull it out with his teeth. It 
was an old English game. 


Taking a Walk Into Dublin. See p. 262. 


TENNIS BALL THROW 


Two players are blindfolded, each one is given a tennis 
ball and told to throw it at a certain point. The one whose 
ball lies nearest to the point wins. 
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TRAVELERS’ WHIST, or Roadside Whist 
To make a long journey less tiresome two children agree 
that if they see certain objects while they “are looking 
eagerly out of the window, each one shall have a given 
score. Some of the things to which scores may be given 
are as follows: . 


A baby im arms..........- eee cree cere eeereeees 1 
Two men walking together..........+-+eeeeeees 2 
Two women walking together.........+.++++e-- 3 
A man on horseback..........-+eeeeeeeeeeeres 4 
| Seer Peper ere rer ere 5 


Larger scores may be given to such rareties as a white 
horse and a red-headed girl seen at the same time. Certain 
things may also be mentioned for which the score shall be 
lessened, like an open gate, a flock of sheep, ete. It may 
also be agreed that whoever first sees 4 cat on a window 
ledge asleep wins the game. The scoring should be done 
with paper and pencil. ’ : 

A similar way to play the game is, to see who can spot 
the largest number of dogs. A special rule may be that 
one child shall be allowed to count only things that are 
seen from the right side of the car, and the other those 
that are seen from the left side. 

Other games for the train are to be found in the Index. 


Trussed Fowls. See p. 255. 


In addition, these other games may also be played by two: 


Anagrams 
Ankle Race 
Balloon Ball 
Bean Bag 
Blizzard 
Broom Race 
Card Throw 
Chicken Game 


Tiddley-Winks Golf 
Volley Ball 


’ 


;. 
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VII. AMUSEMENTS FOR CONVALESCENT 
CHILDREN 


Children are so active, so eager to be about in the world, 
so dependent upon playmates for pleasure, so interested in 
their school and social life that days of malaise are dreary 
and borne by them with impatience. Sometimes recovery 
is postponed by misery, homesickness, and fretting. Because 
of the lack of recreational resources, ‘children when ill are 
usually a burden to overtaxed mothers and a trial to nurses, 
skilled in physical care but not in play devices. The chil- 
dren themselves lose much during illness, not only by waste 
of time, but also by getting the habitwof self-pity and of 
selfish demanding and by the long intexyal of lack of exercise 
of body, mind, and will. 

It has been suggested that a genuine service would be 
rendered by suggestions as to various ways of employing 
the play interest during convalescence. Such plays. must 
have obvious limitations. They should all be suited to a 
sitting or lying posture; they should not tax the eyes, the 
fingers, or the trunk muscles. They should be absorbing 
but not exciting. Since, in cases of communicable disease, 
toys must be destroyed or disinfected, many of the materials 
should be inexpensive and others should be capable of being 
sterilized. Some of the games at least should be suitable 
to encourage solitary play, others may be adapted for two 
players. It would be well if some could involve a serial 
interest, so as to be taken up with renewed pleasure day 
after day. 

Plays for invalids should involve certain positive values. 
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subjects. But best of all, they may be used to counteract — 


ceptions, and in stimulating inventiveness. They may . 
bear at least a general relation, not too taxing, to school — 


certain moral disorders of physical illness, by encouraging _ 


self-control, initiative, self-reliance, cheerfulness, and co- — 


operation. 


These considerations have been kept in mind in preparing 


the following suggestions. Free play rather than organized 
games has been emphasized as generally better suited to the 
situation. No distinction is made between plays suitable 
for the home and those for the hospital. 


Bapies Up to THREE YEARS 


The amusements used in the cradle when a baby is well 
are generally useful when he is ill, if they do not require 
him to change position too much. During the first years, 
things he can put in his mouth, and later, articles that 
appeal to the sense of sight, hearing, touch, and smell are a 
delight. So, such common articles as large smooth stones, 
spools, keys, bright objects, bells, tin dishes to clash together, 
paper suspended above the feet to induce kicking, a celluloid 
ball or bell on a rubber string to induce stretching, a large 
rag doll that can be nestled or kicked about, rubber animals, 
boxes, bottles, and blocks to handle, are indicated. 

For self-directed play, a mother who was obliged to leave 
her baby alone at times used to take a pasteboard shoe box 
and fill it with all sorts of harmless articles—a silver shoe 
horn, a bright card, a bit of colored worsted, an old tea 
strainer—things that would in turn catch and hold the 
baby’s attention. 
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For a little child for whom a bath immersion is desirable, 


but who still dreads the water, bathing dolls, made of a 


special collapsible sponge, or tin floating animals, to) be 
placed in the tub, are helpful in overcoming this difficulty. 
Do not hurry the timid child. 


CHILDREN OF Four TO S1rx YEARS 


- 


Children of this age engage largely in constructive play, 
dramatic play, and imitation of adult activities, and many 
playthings lend themselves to such uses in the bed or chair. 

For constructive play, there are light nests of boxes, easy 
sectional puzzles, the larger kindergarten tablets and 
mosaics, small nails to pound into soap bars, soap bubbles 
to blow (good for breathing) over a woolen shawl, making 
the bubbles bound on it, all the lighter Montessori apparatus 
used in training perception of color, form, smoothness, and 
sound, including the letter forms and the geometric insets, 
etc. A peg board in which to stick wooden pegs in the form 
of various patterns is interesting. By, taking a small, soft 
pine board and driving nail holes half an inch deep close 
together and using match sticks for pegs, a homemade 
device may be easily prepared. A small sand box arranged 
to set just over the chair or bed, or even a pan of sand 
placed close to a child who cannot sit up, will give almost 
inexhaustible pleasure. It should be furnished with spoons 
and small kitchen tin dishes with which to dip and mold, 
clothespins, spools, buttons, and scraps of bright ribbons 
with which to make men and scenery. 

For imitative play the doll is the standard medium in all 
ages. Dolls for sick children should be small and light. 
A Noah’s ark with its animals, perhaps one filled with edu- 
cator animal crackers, or small tin soldiers for sailing and 
marching over the bedclothes are agreeable expressions of 
the doll interest. 
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Children of this age, when they are well, like games of 
only short duration, and when they are ill, games should 
be extremely short and simple. A story game in which the 
adult is the chief actor and tells a story while the child 
codperates in some slight action, is ideal, as when he hides 
under the bedclothes and plays he is in the tent of which 
the story tells or closes his eyes and tries to guess the place 
or the person which his mother is describing. The stories 
should be happy and soothing. : 

To make the sick room cheerful, a prism hung in the 
window to make “light birds” for the children is always a 
joy. 


CHILDREN OF Seven TO Nine YBRARS 


The constructive interest continues and may now be 
expressed in more skilful ways. The mother who will put 
on a tray a lot of suggestive material, such as small boxes, 
spools, paste, paper, ribbons, yarn, or will let the child 
choose what he wants out of her piece bag, will not need 
to suggest what to make or how to make it. Small articles 
fastened to the magnetized “fish” of a ‘‘magnetic fish 
pond,” and fished for with magnetic fish hooks, furnish 
prolonged surprises. Making doll furniture, dressing 
clothespins, making button dolls by pasting buttons to card- 
board for heads, cutting the cardboard in the shape of the 
bodies and then dressing them in erépe paper, will be 
delightful during this period, which marks the summit of 
the doll interest. 

Scrapbooks may be made out of old window shades, 
folded and sewed into booklets. Drawing may be done in 
bed by purchasing pictures that are punched out so that 
the child can trace with the pencil on paper placed beneath. 
Sewing cards are similarly used. Painting may be done in 
a cleanly way even in bed by placing a large blotter under- 
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neath the work which will absorb the water in case of acci- 
dent, using a small blotter on the work itself, and keeping 
a cloth handy to wipe the brush. Kindergarten Color 
Stencils include color sheets, patterns, stencils, a jar, a 
brush and some water colors. When the successive patterns 
are placed upon a colored sheet the child simply has to 
draw his moist brush over the pattern in order to place the 
picture in color upon the sheet below. 

In dramatic play, dolls are still central and a few changes 
of costume, a box or two for the house, and some furniture 
cut out of a furniture catalog or made by folding paper are 
all that are needed for an elaborate bed game. Mrs. 
Dorothy Canfield Fisher has suggested a story method 
which appeals to the dramatic instinct in a way to suggest 
calmness at the restless hour of trying to get to sleep. The 
child is to agree upon the names, agésy,and characters of 
her children, whom she may take from her favorite books 
if she will. Then she is to carry on their adventures from 
night to night to herself. Of course, they must all be good 
children, or at least if they are bad they must be funny, 
and if the child is subject to night terrors, one of them 
may be very brave and be always summoned to watch over 
his mother every night. In the morning the child may be 
encouraged to tell the sleepy-time adventures. She thus 
goes to bed with the sense of being in good company. 

As this is the age of competitive games, particularly of 
those involving skill, the child would now enjoy, if they 
are not too exciting, Anagrams and other letter games, 
such as Lotto and the simple card games. They keep the 
mind from getting stale and the joy of contest prevents a 
child from thinking about himself. 

To a person quarantined with a child of this age who 
tends to become too demanding and consequently querulous 
and unhappy, two devices are helpful. One is a continued 
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illustrated story of which the adult tells one or two new 


chapters each evening, which the child illustrates in a note E 


book at his leisure. The other is to ask the child to play 
alone with certain toys until an agreed time limit, the child 
thus not only becoming more patient but also getting the 
fullest play value out of every plaything. Such toys may 
be spoken of as “pills,” to be “taken” once every hour. 


CHILDREN OF TEN TO TWELVE YEARS 


There is likely by this time to be an almost inexhaustible 
interest in puzzles, and the small metal and cardboard 
puzzles are easily handled and if not too exacting are greatly 
enjoyed. This is the age, too, for collections and stamps; 
post cards and poster pasters may be profitably arranged 
and studied. Jackstraws, jackstones, and tumbeline are 
appropriate games and scrapbook making becomes more 
of a fine art. 

Craftsmanship as the child grows stronger should be more 
skilful than before. Stuffing and sewing dolls, bead work 
and weaving interest girls; tinkering old clocks and watches 
and making small traps and whistles interest boys; and 
both boys and girls like clay modeling, braiding, and spool 
knitting. Coloring pictures, making fancy initials and 
letters, and thus illustrating a favorite poem or motto or 
book of the Bible has proved very attractive, especially if 
done with others. A variety of companionship is now 
desirable if safe. 

Ranging in price from one to twenty dollars, according 
to the number of pieces, and easily sterilized after use, the 
various miniature structural models known under such 
names as Meccano, the American Model Builder, the Mysto 
Erector, etc., will take the mind of a boy off himself for 
hours and without exhausting his muscles will leave him 
healthily tired and ready for sleep. 
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Youtus oF THIRTEEN YEARS AND OVER 


In the years of team play and “the gang” it is especially 
hard to be patient during confinement. While young people 
are more resourceful, they are also likely to demand con- 
siderable active companionship from their nurses. In their 
recently acquired skill they like practice upon musical 
instruments, working old typewriters, solving difficult 
puzzles and problems and doing pyrography, photography, 
passe partout, painting, etc. They enjoy stereoscopes and 
stereographs, the radiopticon and making magic lantern 
slides. 

Solitaire, checkers, cards, crokinole, and some of the 
miniature baseball games may now be indicated. 

A youth generally has many friends who send him gifts 
to while away his tedium. If, instead of having all the 
packages at once, they are put in a basket, and one is labeled, 
“To be opened at nine,” and the rest successively an hour 
later, thisidevice will carry one well through the longest 
day. 4 

To get the right. spirit for bearing the strain of convales- 
cence, every sick young person ought to read or have read 
to him while he is ill, Mary Mapes Dodge’s fine old story, 
Donald and Dorothy. 


DISINFECTION OF Toys 


When the quarantine is raised care should be taken that 
no toy leaves the sick room in condition to carry infection. 
Things of trifling value and those whose interest has been 
exhausted, like articles of paper and cloth, may be burned. 
Metal toys may be sterilized by boiling. 


Vill. THINGS TO INTEREST FATHERS AND 
MOTHERS 


It may seem a little late to argue to parents and teachers 
the value of games and play. But not all parents and 
teachers are aware how valuable play is. 

Play is the principal instrument of growth. 

Does this seem too strong a statement? Think of what 
it means in the physical life of the child. The secret of 
physical power is in play. Play develops strength, endur- 
ance, and bodily control. Can you think of any other way 
your child can get strong? Certainly not for the child, and 
especially the city child, by work. Work, for the modern 
city child, has practically disappeared, and to any child 
there is little impetus in work or in drill. The child grows 
strong, not through the daily dozen, but through the daily 
dance. Providentially, nearly every child likes just the 
kind of play that is physically good for him. And this 
consists of games that tend to strengthen the legs and arms 
and heart. These games increase not only muscular 
strength but organic strength, which we call ‘‘a good 
constitution.” 

If you would realize the mental value of games, watch 
your child at play and in school. In the game, see how 
his sense organs are all alert. How close is his attention. 
How carefully he is sizing up the situation and grasping 
every opportunity. As soon as he thinks he must decide, 
as quickly as he decides he must act. If he fails he tries 
again, if he is awkward he practices until he becomes effi- 
cient. He forgets all shyness and self-consciousness, and 
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That two times two were hop-scotch, 
And two into eight went fishing, 


aa Or d-o-g spelled “I spy,” 4 
= Or Geography were a description 


Of the earth’s swimming holes, 
How much more gladly would you seek 
True wisdom ‘ 
In the schoolhouse walls!” © 

Think of the social value of games. In a game the child 
must wait his turn, he must take no unfair advantage, he 
must accept his share of the unpleasant gffices i in the game, 
or be put out of it. The studious boy finds on the play- 
ground activities conducted more successfully by boys 
whom he has scorned for their mental numbness than he 
himself can accomplish. Even the expert player is occa- 
sionally humbled by defeat. It has been remarked that 
one reason that ‘‘the meek inherit the earth” is because 
they become humble through games. In games we see 
democracy more perfectly exercised than anywhere else 
on earth, and play is such an effective school of democracy 
that it is a question whether a child who has never been 
accustomed to give and take hard knocks on the play- 
ground and to claim no scores that he has not actually 
won can ever be a real democrat or a good citizen. 

Finally, remember the moral value of games. Here 
indeed is a great school of will power, self-control, respect 
for rules and orderly conduct, love of fair play and the 
habit of playing fair, loyalty, honesty, sense of justice, and 
the spirit of fellowship. (See the further remarks on this 
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subject in Chapter Ten, p. 287, and the Index to Char- 4 


acter-Making Games, p.303). 

Games are a particularly timely resource for our American 
young people. In an age of moral passiveness, when teachers 
try to make young folks good by having them memorize 
codes of ethics and when the movies hold them as mere 
spectators of the drama of life, games allure them to the 
arena and to real living. They make self-entertainers. In 
a land that is becoming full of cities and of homes without 
back yards, games enable children still to learn what it 
means to be a cause, a contestant, an overcomer. In a 
world where the day’s work daily grows less interesting, 
games do much to make possible the practice of the art of 
joy, by activities that do not bear merely the ignoble names 
of “diversions,” ‘distractions,’ and ‘‘amusements,” but 
of “recreation,” re-creation. They preserve to our over- 
civilized world the continuing possibility of adventure. 

We ourselves need play, for this reason just given, per- 
haps even more than do our children. And we need to 
play with our children. Untaught, they will play in a few 
ruts. And these good fruits that have been mentioned as 
coming from games do not come from unorganized and 
unsupervised games. Such playing usually gets into the 
hands of young dictators and bullies. 


GAMES CLASSIFIED 


“ No matter how many games one lists, they fall into a 
few classifications. The main division is between active 
and quiet games. Active games are either individual or 
those involving teamwork. Certain natural subdivisions 
are as follows: 

I. Games or PuysicaL ACTIVITY. 

Individual Games: 
Hunting and Chasing (such as Hill Dill; I Spy). 
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Climbing and Jumping (such as Hang Tag). 
Pushing and Pulling (such as Ditch Pull). 
Circle (such as Drop the Handkerchief). 
Athletic Contests. 3 


Team Games: 
Form and Drill (such as Relays). 
Pushing and Pulling (such as Tug of War). 
Ball and Bean Bag (such as Faba Gaba). 
Story and Dramatizing (such as King William ; 
Charades). 
Dancing and Singing (such as London Bridge). - 


a 


II. Quiet GAMES. 
Quick Sight (such as Wink; Up, Jenkins De 
Guessing (such as Jacob and Rachel). 
Paper and Pencil (such as Naughts and Crosses). 
Stunts and Forfeits (such as Indian Wrestlers). 


Table Games: 
Games of Chance (such as Tit-tat-too). 
Games of Skill (such as Checkers). 


Games under each of these classifications will be found in 
this manual by referring to the Index. The more liberal 
space is given to the active games and to those which have 
the greatest range of play value. 


Wuicu Games To TEACH 


In preparing to teach games successfully adults must 
remember just what games children of different ages enjoy. 
Little children—that is, children up to the school age— 
enjoy simple games, chiefly games of make-believe and 
repetition. They like to play familiar games and to play 
them often and always in the same way. So many of the 
older games are becoming obsolete in voluntary play that 
19 
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we do our children a real favor when we restore the children — 
to their heritage by reviving them. Sometimes, if we are — 
not too long about it, children are somewhat interested in 
the facts about the historic games given in this book or in ~ 
our recollections of them. 

Children between six and ten like uncomplicated games, 
and are interested in variations of familiar games. They 
much enjoy games in which there is keen individual contest. 

Older children continue to enjoy games of individual 
prowess, but they are ready for team games. 

At all ages children prefer active to quiet games, but they 
may be interested in quiet games, as they are apt to get 
tired in the livelier contests. 

The parent or teacher who is beginning to guide a group 
of children in play could do no better than to use the 
List of Games Every Child Should Know, in this book, 
on page 293 and teach his children games marked typical 
for the grade. The preface to this list explains just why 
it is that these games, or any games, have value to chil- 
dren. 


How to Tracu GAMES 


1. If you are about to entertain some children for any 
considerable time, in the home or on the playground, plan 
out your program in advance, alternating active and quiet 
games. Some sample programs are given on page 298. 
Such a wisely arranged program will keep the children 
from getting tired, and they will enjoy the period more 
than if the games were not planned. 

2. Stand in the center of a circle of the children while you 
are explaining the game. You will secure better order and 
attention in this way. 

3. Few children have learned games out of a book. A 
few games are self-starters, but most of them must be taught 
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by a parent or teacher if they are to function properly. 


Explain the organization, the object, and the rules of the 


game in its simplest form before anyone begins to play. 
Then apply the rules as new situations occur, and teach 
new rules after the simpler ones have been thoroughly 
practiced. 

4. If the game requires leadership, choose the clever chil- 


dren to start it. Seldom can the adult leader teach the 


game and play it at the same time. Besides, he wants to 
see that the rules are strictly kept. If it is a game in which 
a foul is counted if a player starts before the signal is given, 
he should give that signal, and see that it is obeyed. Make 
the rules and stick to them. Teach that it is better to lose 


- than to play unfairly. 


5. See that the dull ones have a chance, and that every 
child has some part in every game. Teach the shy and 
sluggish ones the joy of daring and takin#‘chances. If you 
notice that the brighter ones are winning too often, occa-~ 
sionally suggest to them the privilege of giving others whom 
they may choose their “ turn,’ or make a rule that a favorite 
position shall be held by the same player only twice, or 
select a game in which the winner gets the hardest or most 
unpleasant thing to do. 

6. An evidence that too many are taking part is to be 
found if any of the players are losing interest. Few games 
are successful with many players. This difficulty may be 
met by increasing the number of runners and chasers, by 
introducing more balls or bean bags if only one is being 
used, or by making two circles or two games instead of one. 

7. Older children will often enjoy playing a complicated 
variation of a game after having been taught a simple one, 
but younger children usually prefer a complete change. 

8. Get laughter out of the games. Don’t teach a game 
as seriously as a school lesson. Join the game yourself as 


idle a player who has a slight injur courag 
‘him to laugh and goinagain; 

Wsen Tuere Are Onty A Few CHIntpREN 

As American families are usually so small, especial effort 
has been made to find games that may be played by only a 
few. But as every child needs and deserves frequent oppor- 
tunities to mix with the hurly burly of the crowd, the — 
compiler urges the desirability of many neighborhood 
gatherings. Too many well-to-do neighborhoods are actu- — 
ally more poorly off in educative play than neighborhoods of 
families in moderate circumstances that are close to publio sl 
playgrounds. In some such playless centers the parents ‘ 
have agreed to be responsible in turn, during the different — 
days in the week, for the play-welfare of all the children. — 
This is a most praiseworthy arrangement. ‘" 


How tro Have a Party 


The two elements of a party are a program of games and 
some ice cream and cake. ‘‘Favors’’ and forfeits and every- 
thing else are secondary. 

A children’s party need not be a pell-mell affair. The | 
guests should come in an orderly fashion and upon arrival 
should be presented by the children of the home to their 
mother. 

Even well-bred children feel some embarrassment at the 
start, particularly if they are the first to arrive or if they 
are introduced to other children whom they have never seen 
before. There is no nicer way to break the ice than to ask 
the first arrivals “if they will be good enough to help.” 
Certain decorations or preparations may be saved for this 
very emergency. 
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A good way to break the ice when the party is beginning 


and the children are coming in one at a time is to play 


Shadow Portraits. A sheet of white paper has been pinned 
upon the wall, and other large sheets of paper are ready 
upon a table. As each child comes in he is asked to seat — 
himself in a chair near the wall. A portable lamp has been 
placed in such a way that, as he does so, his shadow falls 
against the wall. The leader now rapidly traces with a 
crayon the outline of each face, and then hands the sheet 
of paper to one of the children, who cuts out the head, and 
writes the name of the person upon the back of the sheet. 
When all the children have come in, these sheets are placed 
one by one against a dark curtain or screen, and the others 
are asked to guess who is the original. 

A somewhat similar way of breaking the ice is to give 
each one of the guests as he arrives a paper bag big enough 
to go over his head. Holes have been dt for his eyes and 
his mouth. Each guest is sent into a Garkened room with 
this mask on and is told to go about and shake hands with 
every other one and try to guess who each one is. As new 
guests keep arriving the sociability grows more merry every 
moment. 

The first game upon the program should be a lively one 
that will mix the players and make everybody laugh. (See 
the Party Programs, p. 298.) 

Where the party is large and noisy, a whistle is a con- 
venient signal for starting and stopping the games. 

Choosing sides is not often necessary in games. It is 
often a tiresome process and may start hard feelings. The 
quickest way to divide a party evenly is to ask the children 
to march across the room in double file to music. As the 
party crosses the room the second time they may be asked 
to halt, those on the right then form one side and those on 
the left the other. If you need partners for the refreshments, 
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start a-grand march in single file, then Shiitectaren and 
at the end ask the two lines to come together and join hands. — 
Those who join hands are now partners. 


cil 


Write down the names of the states on paper, and give — 


them to the boys; give the names of the capitals of the same 
states to the girls. The ‘“‘capitals” go with the ‘‘states.” 

Give problems in addition to boys and the answers to the 
girls. Each “problem” looks up his “answer.” 

Play two games of Going to Jerusalem at the same time. 
The first two who drop out become partners, the next 
two, etc. 

The best way to form a circle for a game is to take hold 
of hands with the two children nearest you, and say to all, 
“Let’s all take hold of hands and make a ring!” 

Since the one who is “‘It” often has something hard or 
disagreeable to do, the fairest way is to have some impartial 
method of choosing who shall be “It.’’ One way is “by 
drawing cuts.” One of the players takes several slips of 
paper of nearly the same length. Each child draws one, 
and the one who gets the shortest piece is ‘‘It.”’ 

“Counting out’’ may also be done by one of these tradi- 
tional Counting-out Rimes: 


Onery, uery, ickery, Ann, 
Fillison, follason, Nicholas John, 
Queevy, quavy, Irish Mary, 
Stingalum, stangulum—buck! 


Onery, uery, ickery, see, 

Huckabone, crackabone, tillibonee; 
Ram, pang, musky Dan, 

Striddledum, straddledum, twenty-one. 


Ena, mena, mona, mite, 

Pasca, laura, bona, bite, 

Eggs, butter, cheese, bread, 
Stick, stock, stone, you’re dead! 
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A, B, C, D, E, F, G, 

H, I, J, K, L, M, N, O, P, < 
Q, R, S, T, 

U are—out! 


1B 2, 3, 4, 5, 6, 7, 
All good children go to heaven. 


15975; 4; 5; 6, 7,3, 
All bad children have to wait. 


Another way is for all the players to run to a certain 
point. The last one who reaches the point is 8h ed 

A favorite method with boys is called Holders. Somebody 
shouts ‘‘Pick ’er up!”’ A second cries out “Wipe ’er off!” 
A third calls out, “Stone holder!” The first two are ‘“‘out.” 
The rest of the children now come close to “‘stone holder.” 
He puts his hands behind him and thefi#holds them both in 
front of him, asking one of the boys te say which hand is 
holding a pebble. If this boy guesses right he is “out.” 
If he guesses wrong he is “It.” . 

Little children are so eager for the refreshments, which to 
their minds constitute ‘‘the party,” that it is often well to 
serve them early in the evening. 

A party should usually draw to a close with a cadence 
before the children go out into the cold. Psychologically, 
a happier memory is left after a quiet game, a song, a story 
by the fireplace, than after a game that consists of running 
and shrieking. 

A pleasant way to announce the close of the party is to 
say, ‘We shall play just one more game before going home.” 

The party should end with everybody happy, everybody 
telling the hostess and the home children what a good time 
they have had, and everybody being invited to ‘‘come again 


goon.” 


IX. THINGS TO INTEREST TEACHERS 


There are a few principles that one must know and follow 
in order that games may be taught intelligently and 
successfully. 

1. If possible, the teacher should have played the games 
herself, and thereby have gained a thorough knowledge of 
them. We present best that which we know best. Parti- 
cipation in plays and games during teacher-training courses 
and making them a part of one’s recreation while in service 
is a good method of preserving the teacher’s own health 
and good spirits, as well as of furnishing her with material 
that she can easily use on the school playground. 

2. The explanation of the game should take place in the 
classroom, where the teacher is able to command the 
undivided attention of the pupils. The many distracting 
sights and sounds of the open air make it very difficult to 
explain the game on the playground. Diagrams and draw- 
ings of the playing space and of the action of the game are 
very helpful in making it clear to the children. 

3. There is also a definite procedure necessary to present 
a game successfully. All explanations should be definite, 
clear, and distinct. 

(a) State the name of the game. 

(b) State the number of players needed. 

(c) Describe the organization of the players. Use dia- 
grams. 

(d) Describe the object of the game; i.e., what the players 
should try to do in order to win the game. 
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(e) State the few essential rules that are necessary to 


~ start the action of the game. 


(f - Apply minor rules as the game progresses and as the 
occasion arises. os 

(g) Once the rules are established then the teacher must 
insist upon a strict observance of them. Pupils respect 
justness and fairness on the playground just as they do in 
the classroom, and they have no respect for the leader who 
does not make them live up to the rules. 

(h) As soon as pupils begin to learn the game well, then 
coach the individual players on the fine points of the game. 
This keeps interest in the particular game. 

4. Have the essential games (and they should be in their 
original form) played often enough to enable the pupils to 
learn them thoroughly. At the end of the school year the 
children will have learned a number of games for that grade 
so thoroughly that they can and willplay them without 
direction. 

5. The teacher must supervise the game enough to see 
that it is learned thoroughly and correctly. After this has 
been accomplished, the teachers should efface themselves 
as quickly and as much as is possible, because children do 
not derive any great amount of pleasure from over-directed 
play. On occasion, when it may be necessary to promote 
enthusiasm for the game, the teacher may play with the 
pupils and all enjoy it, but on the whole it is better for the 
teacher to be the unseen power that directs the game. 

The children should be taught to respond to a whistle 
and to stop their play whenever it sounds the signal for 
quiet. If this is done in the beginning, the teacher’s voice 
is saved and a lot of future trouble is avoided. 

6. In the selection of games to be played, the season, the 
weather conditions, the age and sex of the participants, and 
the amount of play space should be kept in mind; .e.g., do 
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not select a strenuous game on a hot day nor a quiet game 
on a cold-day. Do not attempt to play any game on the 
playground during a high wind or when dust is blowing in 
the yard. 

Select games that may be played well by both sexes, and 
as they progress to upper grades, select games that can be 
played by boys and girls separately. Games that furnish 
activity for all should always be given the preference, 
although the teacher must be on the lookout for a loss of 
interest if too many players get no opportunity to participate 
in the action of the game. The remedy is to divide the 
group into smaller groups so that every one will have a 
chance to become active. These groups may be placed in 
charge of pupil leaders, and, by so doing, the whole play- 
program is put on a more democratic basis. 

7. If the game requires the use of equipment or the prepa- 
ration of the playground, like lining the court or field, this 
work should be done by pupil leaders who can be trusted to 
carry out the instructions of the teachers. They can do 
this very well after they have a little training, and usually 
they consider it a great honor to be selected as a play leader. 
The equipment and court or circle should be ready when the 
class goes to the playground. 

8. Most of the games in this book do not require a great 
deal of equipment and therefore the teacher has a large 
amount of material at her command. Wise use of it will 
solve many of her disciplinary problems with the dynamic, 
restless pupils under her care. 


X. THINGS TO INTEREST TEACHERS OF 
RELIGION 


It is hard to see how any real teacher of religion can be 
satisfied with methods of teaching that do not include fre- 
quent play with the children who are being taught. No one 
could have watched children at their games without real- 
izing that to them school and work are ugly and annoying 
competitors with real life, which is play. On the play- 
ground as nowhere else one sees fulness of life. It has been 
estimated that eighty per cent of games involve the most 
intense physical activity, which suggests how alien to child- 
hood are bookishness and passiveness.,. Not only do we see 
all children at their best when at play, in their most eager, 
alert, and inspired moments, but there are some children 
whose worth we never discover unless we see them playing. 
Then we learn how different are the evaluations of the young 
from our own, and we are reminded of the comment in The 
Real Diary of a Real Boy: “Nipper Brown is the best 
scholar in our school. I can lick him with one hand.” 
There we discover why it is that these heroes of the play- 
ground, our unscholarly pupils, are among the most hopeful 
of young people. 

The authors are convinced that no one can teach a 
Sunday school class with real success who does not have 
frequent week-day contact with his pupils. The authors 
also believe that the summer camp, the week-day Bible 
school, and the vacation church school are immensely more 
valuable than the Sunday school, chiefly because they give 
opportunity for the exercise and the fellowships of play. 
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There is a sound moral reason why the church cannot 
hire its play conducted for it, why even a conscientious play 
leader is not so good as the church people leading the play 
of the church children. This reason may be summoned in 
a word: play is a kind of Incarnation. 

Unsupervised play is usually disorderly, unfair, and cruel. 
Good results come only-from the supervision of children’s 
play by good play leaders, and the best results come only 
from its supervision by those who appreciate its moral and 
religious possibilities. 'To be wholesome, games should be 
umpired by people who are both fair and good. They must 
be fair, in order to obtain justice in the play of the children; 
they should be good, because there is no place where the 
character of an adult is so impressive to children as in the 
quality and manner of his playing. The highest tribute 
that the writer ever heard given to an adult by young people 
was that given to a Sunday-school teacher. ‘What do you 
like best about Frank Werneken?’’ they were asked con- 
cerning this young Yale man. ‘‘The thing we like best 
about him is that when we are bowling he is always the 
first one to help to set up the pins.” Without assumption 
or pretense, his readiness for the menial task qualified him 
to them as a true sportsman. Both our best privilege and 
our severest test in the leadership of the young is in the 
largeness of nature and the unselfishness of disposition that 
we express when we play with them. 

With due deference to and praise for the fine qualities 
and influence of woman, the writers cannot but regret that, 
even more than in the public schools, the teaching of chil- 
dren in religious schools, and particularly in vacation schools 
has fallen into the hands of women. Boys need men as 
play leaders, and men who wish to lead boys need the oppor- 
tunities of knowing them as they can truly know them, 
only in their play. 
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In considering the moral values that are possible in games, 
the following are outstanding: = 

1. Versatility. Every new game and any incident in any 
game may call out the ability to meet a new situation with 
self-direction and adequacy. 

2. Avidness. The fullness of life that is in play is surely 
a precious quality, and makes up for much necessary daily 
monotony. It helps one to go back to duty and dramatize 
it, make play out of it. The child who ‘“‘cheats”’ is not to 
be indulged, but he may be treated with a little more con- 
siderateness when we realize that he is so eager to win or 
to play well that probably he is actually incapable of seeing 
his own disobedience to the rules. Let us control him as 
umpire by just decisions, but at the same time encourage 
him as friend to live exuberantly. 

3. Reserve energy. While as play leaders we need to see 
that our young players are matched,,according to their 
strength and skill, yet we seldom need to coddle them. 
Without overtaxing them, it often is safe and wholesome 
to call on their “second wind,” that éxtra pound of energy 
that no school task ever evokes. 

4. Justice. The effect of a well-umpired game is that 
each player gets just what he deserves, which is more than 
happens often in real life. 

5. Hopeful discontent. Playing games makes one humble, 
but not hopeless. There will be another game tomorrow, 
when one can play better, prove more skilful, have a chance 
to win. 

6. Pluck. One needs pluck to learn a new game well. 
It takes pluck to assume a minor position, to play on the 
second team. 

7. Self-control. It is hard to be a good loser, but one is 
not of the play fellowship unless he can congratulate the 
winner, cheer the opponent, and stand up under derision. 
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8. Chivalry. There is too little chivalry in American 
plays, because we play for victory too often rather than 
with the play spirit. But it can be managed. Many of 
the games in this book give a large place to weaker players, 
give opportunity for their leaders to favor and protect 
them. 

9. Sacrifice. In baseball we all know the “sacrifice hit.” 
It is the finest thing in American sport—the allowing one- 
self to lose, in order that one’s side may win. ‘This is not 
the only game described here where self-denial is possible 
and called for. 

10. Joy is a great privilege and a great virtue. “If the 
laughter of youth today becomes the energy of the world 
tomorrow, do we not owe to posterity some investment in 
glee?”’ That fine question of Clara E. Laughlin’s gets its 
adequate answer when we bring out in children’s lives 
through play the potentialities of future moral strength. 

It will be noticed that ail the games in this book have 
been so simplified and given focus that every one of them 
is characterized by a single playing object. This is partly 
to make them intelligible, but more to make them morally 
useful. Without ever saying to children that we expect a 
game to ‘‘do them good,” we assure the best moral results 
by planning each one with a clear-cut purpose and technique. 

We have ventured to include in our Indexes a special one, 
to accompany this chapter, on Character-Making Games. 
In a sense, this term may be a misnomer. No game makes 
character unless it is directed by a good leader, played 
fairly and heartily, and related to other wholesome influ- 
ences. No game is a panacea. You cannot feed character 
to a child in a game any more than you can in a pill. When 
we classify ‘‘Chinese Wall” and “‘Midnight” as Games of 
Daring and Relay Races as Games of Codperation we mean 
that they help the child to be brave and social by a most 
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direct and winsome appeal, but we do not discount the assist- 
ing value of stories, hero-worship, friendship, and romance. 
We are recommending these games as only a part, but, a 
valuable part, of the program of a well-rounded moral and 
religious education. 
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GAMES EVERY CHILD SHOULD KNOW 


From the four hundred and more games described in this 
book, all of them worth while, about seventy have been 
selected as of such peculiar value that every child should 
know them. Ten games are given for each grade, which 
is as many new ones as any schoolroom needs to learn in a 
school year. The list is based upon one prepared by the 
Department of Physical Training of the public schools of 
Trenton, N. J., which was furnished through the kindness 
of Mr. Walter E. Short, the Supervisor of Physical Training. 

A game has great value when— 

1. It develops initiative in the players. 
2. It introduces the imaginative, or impersonating 


element. ‘ 
3. It offers turns to all in taking the undesirable parts 
in the game. 4 


4. It is of sufficient interest to become a “self-starter,” 
that is, a game that the children will wish to play 
afterward, without a leader. 

The games marked (R) below are those suitable to play 


in the schoolroom. 


FIRST GRADE (6 to 7 years old) 


Pussy Wants a Corner. (R) See p. 28. 

Follow the Leader. See p. 18. 

Crossing the Brook. See p. 15. 

Squirrels in a Tree. See p. 30. 

Advancing Statues. (R) See p. 1. 

Squat Tag. See p. 34. 

Oats and Beans and Barley. See p. 75. 

Farmer in the Dell. See p. 46. 

Muffin Man. See p. 70. 

Did You Ever See a Lassie? See p. 43. 
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SECOND GRADE (7 to 8 years old) 


I Say, Stoop! See p. 109. 

Cat and Rat. See p. 12. 

Bean Bag Passing. (R) See p. 107. 
Going to Jerusalem. See p. 140. 
Fox and Squirrel. See p. 98. 

Black Tom. See p. 157. 

Jolly is the Miller. See p. 59. 

ISee You. See p. 52. - 

Looby Loo. See p. 66. 

London Bridge. See p. 63. 


THIRD GRADE (8 to 9 years old) 


Last Couple Out. See p. 26. 

Bull in the Ring. See p. 119. 
Automobile Race. (R) Seep. 167. 
Tag-the-Wall Relay. (R) Seep. 174. 
Black and White. See p. 120. 

Who’s Afraid of the Tiger? See p. 158. 
Fox and Chickens. See p. 19. 

Relay Races. See p. 163. 

Simon Says. (R) See p. 108. 

Hill Dill. See p. 159. 


FOURTH GRADE (9 to 10 years old) 


Three Deep. See p. 200. 

Day and Night. See p. 120, 

All Up Relay. (R) See p.'165. 
Rob and Run. See p. 191. 

Arch Ball Relay. See p. 167. 

Ante Over. See p. 142. 

Pass the Ball in a Circle. See p. 38 
Swat Tag. See p. 205. 

Jump the Shot. See p. 147. 

Tip Cat. See p. 155. 


FIFTH GRADE (10 to 11 years old) 


Last Couple Out. See p. 26. 
Dodge Ball. See p. 180. 

Straddle Ball Relay. See p. 174. * 
Poison. See p. 128. 

Duck on a Rock. See p. 183. 
Potato Race. See p. 161. 
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/ 9, End Ball. See p. 135. 
8. Fox and Chickens. See p. 19. 
9. Maze Tag. See p. 149. 

10. Beetle Is Out. See p. 205. 


SIXTH GRADE (11 to 12 years old) 


/ 1. Playground Ball. See p. 143. 
‘2  Prisoner’s Base. See p. 162. 
3. Volley Ball. See p. 202. 
~4. Partner Tag. See p. 201. 
¥ 5. Dodge Ball (Running). See p. 130. 
6. Day and Night. See p. 120. 
-i. Bird, Beast, or Fish. (R) See p. 209. 
8. Newcomb. See p. 151. 
—9. Chase Ball. See p. 123. 
10. Number Relay. See p. 171. 


UPPER GRADES 


Playground Ball. See p. 143. 
Schoolyard Soccer. See p. 182. 


Rider Ball. See p. 176. ve 
Side Kick. See p. 186. ere 
Basket Ball. Sce p. 115. 4, 
Battle Ball. See p. 118. 

Jack Rabbit Relay. See p. 169. - 


Shuttle Relay. See p. 172. 
v ‘Circle Tag. See p. 124. 
vy Three Deep. See p. 200. 
J Chase Ball. See p. 123. 


GYMNASTIC GAMES 


A Curriculum of Play 


By Harry R. ALLEN 
This is the curriculum for a short course in games that 
Mr. Allen uses in his classes of teachers, play leaders, and 
older young people. 


1. Cat and Mice. Seep. 12. 
2. Round Ball. See p. 154. 
3. Promotion Ball. See p. 36. 
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Dodge Ball. See p. 130. 

Stand Dodge Ball. See p. 130. 
Jumping Circle. See p. 147. 
Fox and Chickens. See p. 19. 
Lame Goose. See pp. 25, 161. 
Hop Scotch. See p. 258. 

10. Guess Who. See pp. 22, 223. 
11. Third Tag and Run. See p. 196. 
12. Last Pair Run. See pp. 26, 41. 
13. Beetle is Out. See p. 205. 

14. Circle Tag. See p. 124. 

15. Two Deep. See p. 199. 

16. Three Deep. See p. 200. - 

17. Tower Ball. See p. 194. 

18. Day and Night. See p. 120. 
19. Relay Races. See p. 163. 

20. Battle Ball. See p. 118. 

21. End Ball. See p. 135. 


£2 Cte 


TAG GAMES BALL GAMES 


Youne CuILpREN | OLDER CHILDREN 


Youne CHILDREN | OLDER CHILDREN | (Low Organization) | (High Organization) 


Ist Cat and Mice Lame Tag Passing the Dodge Ball 
Week See p. 12 See p. 149 Bean Bag (derived forms) 
Lame Goose See p. 107 See p. 130 
See pp. 25, 161 
2d Hang Tag Third Tag Round Ball End Ball 
Week See p. 34 and Run See p. 154 See p. 185 
See p. 196 Promotion Ball 
See p. 36 
3d Squat Tag Fox and Stand Dodge Ball) Side Kick Ball 
Week See p. 34 Chickens See p. 130 See p. 186 
See p. 19 Dodge Ball Corner Ball 
See p. 130 See p. 125 
4th Skipaway Last Pair Out Guess Who Schoolyard 
Week See p. 17 See pp. 26, 41 | See pp. 22, 223 Soccer 
Day and Night See p. 182 
See p. 120 
5th Catch Me Beetle Is Out Tower Ball Volley Ball 
Week See p. 16 See p. 205 See p. 194 See p. 202 


Volley Ball 
See p. 202 
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6th | Lame Goose Two Deep Relay Races Volley Ball 
Week | See pp. 25, 161 See p. 199 See p. 163 See p. 202 
Circle Tag a Review 

See p. 124 Corner Ball 

See p. 194 

Three Deep End Ball ~ Battle Ball 

See p. 200 See p. 135 See p. 118 

Prisoner’s Base End Ball Battle Ball 

See p. 162 See p. 135 See p. 118 


Have the class report in front ranks of squads (8 to a 
squad), according to roll. They should always take the 
same position. 

Keep the entire class working. 

Keep the games energetic. Inject spirit into them. 

People may sit out only when excused by you. If they 
do not wish to participate in the games, they will have to 
leave the play space. In games when only one is playing, 
keep the rest in straight line in definite position. 

Make notes on the very good and ver'y poor ones in your 
section. The squad arrangement will help you to identify 
them. Watch the players for fitness for future playground 
work, noting energy, endurance, spirit, personality, dress, 
and ability. 

Whenever possible, new games will be explained to all 
sections at once. At the blowing of the whistle, all games 
will stop, and everyone should stand exactly where he is. 
If the next game requires no explanation it will start with- 
out further announcement. 

Each one will feel responsible for the materials necessary 
for the games of the evening. No throwing of the ball before 
or after the period should be allowed. 

If your section is separated from the others, you will make 
all necessary explanations of rules and adhere strictly to the 
schedule. 
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Review games should be organized by pupils during the 


course. 
Children should be divided for games according to physical 
fitness. This gradation should take into consideration age, 


height, weight, and strength. Practically speaking, size is _ 


the most useful. Older children will often play very ele- 
mentary games, but younger children should not play 
advanced games. 

Frequently it is advisable to separate the sexes, especially 
from the ages of twelve to fifteen and over. 

For successful playground work, you must always have 
two or three games in progress at the same time under 
leaders. 


PARTY PROGRAMS 


Below are some schedules of games, arranged alternately 
for activity and quiet, which have, in the writers’ experience, 
made successful parties: 


GAMES TO BEGIN THE PARTY 


Buzz. See p. 212. Hot Potato. See p. 102. 
Peanut Hunt. See p. 107. Popularity. See p. 239. 
Horns. See p. 210. Numbers Change. See p. 29. 


Hunt the Ring. See p. 225. 
FOR A PARTY OF CHILDREN 8 TO 14 YEARS 


Hunt the Thimble. See p. 225. Poor Pussy. See p. 241. 
Horns. See p. 210. Calling Animals. See p. 214. 

I Say, Stoop! See p. 109. Puss in the Corner. See p. 28. 
Trades. See p. 249. Buzz. See p. 212. 


Did You Ever Seea Lassie? Seep.43. Still Pond. See p. 6. 
ANOTHER PARTY OF CHILDREN 8 TO 14 YEARS 


Shadow Tag. See p. 33. Going to Jerusalem. See p. 140. 
Hunt the Ring. See p. 225. Horns. See p. 210. 

Jacob and Rachel. See p. 24. Catch Basket. See p. 97. 

Up, Jenkins! See p. 250. Buzz. See p. 212. 


London Bridge. See p. 63. 
Animal Blind Man’s Buff. See p. 7. 


Mulberry Bush. See p. 50. 
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; FOR A PARTY OF YOUNG PEOPLE OVER 14 YEARS 
Buzz. See p. 212. Indian Wrestle. See p. 260. 
Indoor Field Day. See p. 227. Wink. See p. 252. 
»*Bird, Beast, or Fish. See p. 209. Up, Jenkins! See p. 250. 
Jacob and Rachel. See p. 24. Peanut Race. See p. 228. 
Minister’s Cat. See p. 227. . Still Pond. See p. 6. 
Observation. See p. 238. Spooning. See p. 6. 


The rest of these programs, for indoor and outdoor 
parties, are taken from “A Brief Manual of Games,” by 
Martha Travilla Speakman, published by the Children’s 
Bureau at Washington. 


I INDOOR GAMES FOR YOUNGER CHILDREN (6 to 10 years) 
Active game (develops alertness): 
Cat and Mice 
Quiet game (develops hearing): 
Who Is Knocking at My Door? 
Active game (running game) (develops alertness) : 
Slap Jack 
Quiet game (develops observation): 
Who Has Gone from the Ring? Ye) 
Active game (develops alertness, skill, and concentration): 
Fox and Squirrel % 
Quiet game (trains little children to notice colors, distinguish materials, etc.): 
I See < 
Active game (each of these games develops alertness, self-control, and con- 
centration): 
I Say, Stoop 
or 
Magic Music 


Ul. OUTDOOR GAMES FOR YOUNGER CHILDREN (6 to 10 years) 
Active game (running game) (develops alertness and concentration) ; 
Cat and Rat 
Active game (running game): 
Have You Seen My Sheep? 
Active game (running game) (a good introduction to more difficult games): 
Squirrel in Trees 
Quiet Game (sitting down) (develops self-control, concentration, and observa- 
tion): 
Button, Button 
Active game (a more complicated game for little children): 
Water Sprite 
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Ill. INDOOR GAMES FOR OLDER CHILDREN (over 10 years) 


Active game (running game) (develops alertness) : 
Tag-the-Wall Relay 
Quiet game (develops observation): 
I Spy 
Active game (develops alertness): 
Going to Jerusalem 
Active game (develops alertness and teaches children to take risks and make 
dares): 
Midnight 
Quiet game (each of these games develops imagination and dramatic tend- 
encies) : 
Charades 
or 
Dumb Crambo 
Active game (develops self-control): 
Step 


IV. OUTDOOR GAMES FOR OLDER CHILDREN (over 10 years) 


Active game (either game is a good running game and develops alertness; 
especially good for boys): 
‘ Pom Pom Pullaway 
or 
- Three Deep— 
Active game: 
Blind Man’s Buff 
or 
Still Pond 
Quiet game (sitting down) (develops alertness): 
Numbers Change 
Active game (chasing and catching game): 
Tag game (Japanese tag or stiff-legged or cross tag, etc.) 
Quiet game (sitting down) (develops ability to think quickly): 
Fire, Air, Water 
Active game (either of these games develops alertness and concentration) : 
Black Tom 
or 
Dodge Ball 


INDEX 


_ 
A Chase Ball, 123 
Advancing Statues, 1 Circle Ball, 38 
Advertisement, 209 Corner Ball, 125 
A-Hunting We Will Go, 40 Crackabout 122 
All-Up Indian Club Relay, 166 Curtain Ball, 127 
All-Up Relay, 165 Dodge Ball, 130 
Anagrams, 208 End Ball, 135 
Animal Blind Man’s Buff, 7 Flying Ball, 38 
Animal Chase, 4 Fox and Squirrel, 98 
Ankle Race, 2 Haley-Over, 142 
Ante-over, 142 Hot Potato, 102 
Apple Race, 112 Indoor Baseball, 143 
Apple Snapping, 254 Little Ball, Go East or West, 62 
Arch Ball, 167 Newcomb, 151 
‘Arm’s Length Tag, 254 One Old Cat, 153 
Around Ball, 89 Rider Ball, 176 
Ash Can Ball, 94 Roly-Poly, 178 
Auction, 89 Rounders, 154 
Automobile Race, 167 Schoolyard Soccer, 182 
Automobile Tag, 35 Scruh,, ae 
Avignon, On the Bridge at, 76 Shimney, 185 
Awkward Tag, 33 Spud, 123 
Stool Ball, 194 
Z Steddie Ball, 174 
4 traddle Baul, 
Baby in the Hat, 11 Teacher and Class, 36 
Back-to-Back Tag, 34 Travelling Ball, 38 
Bag and Stick, 90 Two Old Cat 154 
Bag Blind Man’s Buff, 8 Volley Ball 202 
Bag Pile, 112 Ball Puss, 28” 
BALL GAMES Saar ae 
Arch Ball, 167 Balloon Ball, 90 
Around Ball, 89 Barley Break, 113 
Ash Can Ball, 94 Barrel and the Bell, The, 91 
Balloon Ball, 90 Barrel-Hoop Relay, 167 
Ball Stand, 10 Baseball Buzz, 213 
Ball Tag, 2 Basket Ball, 115 
Basket Ball, 115 Baste the Bear, 117 
ere cars ia Battle Ball, 118 
izzard, 2 
Call Ball, 9 BEAN BAG GAMES 
Calling Numbers, 10, 214 Apple Race, 112 
Catch Basket, 97 Arch Ball, 167 
Center Base, 122 Bag Pile, 112 
Chase the Animals Round the Ball Tag, 2 
Circle, 98 Bean Bag Bowling, 95 
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Bean Bag Throw, 93 
Bear in the Pit, 119 
Catch Basket, 97 
Circle Ball, 38 
Dodge the Bean Bag, 13 
Faba Gaba, 92 
Fifty or Burst, 93 
Fox and Squirrel, 98 
Hurly Burly Bean Bag, 94 
Passing the Bean Bag, 107 
Snake in the Grass, 147 
Teacher and Class, 36 
Bean Bag Bowling, 95 
Bean Bag, Dodge the, 130 
Bean Bag, Passing the, 107 
Bean Bag Throw, 93 
Bears and Cattle, 160 
Beetle Goes Round, 205 
Beetle Is Out, 205 
Behind the Church Door, 95 
Big Black Bear, 146 
Bird, Beast, or Fish, 209 
Bird Catcher, 3 
Birds Fly, 210 
Birds Have Feathers, 210 
Black and White, 120 
Blackboard Relay, 210 
Blackthorn, 160 
Black Tom, 157 
Blanket Guess, 95 
Blind Cow, 8 
Blind Hen, 8 
Blind Man’s Buff, 5 
Blizzard, 211 
Blowing Out the Candle, 96 
Bodyguard, 121 
Bogey Man, The, 158 
Boiler Burst, The, 211 
Bound Hands, 160 


BOYS’ GAMES 
A-Hunting We Will Go, 40 
Animal Chase, 4 
Ankle Race, 2 
Apple Race, 112 
Apple Snapping, 254 
Arch Ball, 167 
Arm’s Length Tag, 254 
Automobile Race, 167 
Bag Pile, 112 
Ball Tag, 2 
Barley Break, 113 
Barrel-Hoop Relay, 167 
Baste the Bear, 117 
Bear in the Pit, 119 


INDEX 


Black and White, 120 
Black Tom, 157 
Blanket Guess, 95 
Blind Man’s Buff, 5 
Bodyguard, 121 
Broom Race, 9 
Broncho Tag, 201 
uff, 211 
Bun Race, 96 
Call Ball, 9 
Calling Animals, 9 
Cat and Rat, 12 
Catch Basket, 97 
Catch the Squirrel, 41 
Cattie, 155 - 
Center Base, 122 
Charley Over the Water, 14 
Chase the Animals Round the 
Circle, 98 
Chicken Game, 123 
Circle Ball, 38 
Coat Relay, 168 
Cockfight, 255 
Curtain Ball, 127 
Cushion Dance, 128 
Deer Stalking, 255 
Den, 129 
Ditch Pull, 129 
Dodge Ball, 130 
Dog Collar, 255 
Donkey Party, 219 
Duck on a Rock, 133 
Farmers and the Crows, The, 136 
Follow Chase, 137 
Follow the Leader, 18 
Fox and Geese, 138 
Fox and Squirrel, 98 
French and English, 139 
Frog in the Sea, 20 
Giant’s Cave, 22 
Going to Jerusalem, 140 
Green Wolf, 146 
Haley-Over, 142 
Heel-and-Toe Race, 24 
Hide and Seek, 146 
Hill Dill, 159 
Hot Potato, 102 
Hul Gul, 259 
Hunt the King, 225 
Huntsman, 24 
I Say Stoop! 109 
I Spy, 145 ; 
Indian Wrestle, 206 
Indoor Baseball, 143 
Jackstones, 229 
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Jacob and Rachel, 24 
Japanese Crab Race, 170 
King of France, The, 60 
Kneel on the Carpet, 61 
Lame Goose, 25 

Last Man, 148 

Leap Frog, 148 

Master of the King, 179 
Maze Tag, 149 
Midnight, 150 

Muffin Man, The, 7, 70 
Needle’s Eye, The, 72 
Newcomb, 151 
Newspaper Run, 262 
Odd Man’s Cap, 152 
One Old Cat, £53 

Pack Up Your Troubles, 239 
Partner Tag, 201 

Peanut Hunt, 107 
Peanut Pitch, 239 

Pitch Cap, 11 

Pom Pom Pullaway, 156 
Potato Race, 161 
Prisoner’s Base, 162 
Puss in the Corner, 28 
Quoits, 242 

Rabbit in a Hollow Tree, 30 


Roly-Poly, 178 
Rounders, 154 

Run, Sheep, Run, 179 
Running Dodge, 180 
Sack Race, 228 
Schoolyard Soccer, 182 
Scrub, 185 

Shinney, 185 

Siamese Twin Race, 186 
Simon Says, 108 
Smuggle the Geg, 191 
Snake in the Grass, 147 
Soldier Boy, 86 
Spiders, 193 

Spin the Platter, 110 
Stealing Sticks, 193 
Storks, 195 

Straddle Ball, 174 
Swat Tag, 205 


Tag Games, 33 
Teacher and Class, 36 


Three Deep, 200 
Three-Legged Race, 196 


Wink, 252 

Wolf, 207 

Zigzag Circle Relay Race, 175 
Brazen Fly, The, 8 


’ Bro-Bro Breda, 65 


Broncho Tag, 201 
Broom Race, 9 

Buff, 211 

Bull in the Ring, 119 
Bun Race, 96 

Bung the Bucket, 146 
Burley Whush, 10 
Button, Button, 96 
Button Tiddley, 97 
Buzz, 212 
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Call Ball,9* 

Calling Animals, 9 

Calling Numbers, 10, 214 
Candle Bowling, 215 

Candle Race, 215 

Candy Hunting, 90 

Card Throw, 216 

Cat and Mice, 12 

Cat and Rat, 12 

Catch-and-Pull Tug of War, 129 
Catch Basket, 97 

Catch the Squirrel, 41 

Catching the Wand (or Cane), 110 
Cattie, 155 

Center Base, 122 

Chain Tag, 160 


CHARACTER-MAKING GAMES 


Alertness 
Ball Tag, 2 
Bird Catcher, 3 
Blanket Guess, 95 
Call Ball, 9 
Charley Over the Water, 14 
Drop the Handkerchief, 16 
Guess, 6 
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Guess Who, 22 
I Say, Stoop, 109 
Last Pair Run, 26 
Numbers Change, 29 
Spin the Platter, 110 
Stagecoach, 247 
Statues, 1 
See also list of Hide and Seek 
Games, Hunting and Chas- 
ing Games, and Tag Games 
Chivalry 3 = 
Letting Out the Doves, 27 
Oats and Beans and Barley, 75 
On the Bridge at Avignon, 76 
See also Courtesy 


Coéperation 
See Team Play 


Courage 
Rovers, The, 83 
Soldier Boy, 86 
See also Daring and Ventur- 
ing, and Team Play 


Courtesy 
Farmer in the Dell, The, 46 
Going Over the Mountain, 48 
Green Gravel, 48 
Kneel on the Carpet, 61 
Marching Round the Village, 68 
Nuts in May, 73 
On the Bridge at Avignon, 76 
Pop Goes the Weasel, 79 
Rig-A-Jig-Jig, 81 
Ring Around a Rosy, 87 
Sally Waters, 85 


Daring and Venturing 
Chinese Wall, 114 
Crossing the Brook, 15 
Duck on the Rock, 183 
Frog in the Sea, 20 
Giant’s Cave, 22 
Lame Wolf, 161 
Midnight, 150 
Running Dodge, 180 
Stealing Sticks, 193 
See also games of Alertness 
Hide and Seek Games, an 
Hunting and Chasing Games 
Fairness 
Black and White, 120 
Chasing the Animals Round the 
Circle, 98 
Duck on a Rock, 133 
Leap Frog, 148 
See also Ball Games 


INDEX 


Harmony 
Skipping Rope, 187 
See also Singing and Dancing 
Games 
Imagination 
See Story and Dramatic 
Games 
Imitation 
See Obedience 
Initiative 
Calling Animals, 214 
Charades, 216 
Jack in the Box, 105 
Marbles, 231 
Prisoner’s Base, 162 
Quoits, 242 
Ring Toss, 243 
Wolf, 207 
See also Daring and Ventur- 
ing, and Forfeits 


Joy 
See Laughing Games, and For- 
feits 


Judgment 
Auction, 89 
Barrel and the Ball, 91 
Guess Who, 22 
See Guessing Games, and Pen- 
cil and Paper Games 


Obedience 

‘Birds Fly, 210 

Chinese Fan, 42 

Circle Ball, 38 

Ditto, 101 

Do This, Do That, 18, 109 
Follow the Leader, 18 

Here We Go Round the Mul- 

berry Bush, 50 

Huntsman, 24 

I Say, Stoop, 109 

Jenny Jones, 56 

King of France, The, 60 

Oats and Beans and Barley, 75 
Ring Master, 108 

Teacher and Class, 36 

Wee Bologna Man, The, 109 


Patience 
Baby in the Hat, 11 
Bird Catcher, 3 
Frog in the Sea, 20 
See also Table Games 


INDEX 


Persistence 
Cat and Rat, 12 
Circle Stride Ball, 14 
Crossing the Brook, 15 
Gypsy, 23 
See also Train and Travel 
Games 
Taking Turns 
See Fairness 
Team Play 
Basket Ball, 115 


Indoor Baseball, 143 
Newcomb, 151 

Pom Pom Pullaway, 156 
Relay Races, 163 

Rider Ball, 176 
Schoolground Soccer, 182 
Smuggle the Geg, 191 
Volley Ball, 203 


Self Direction 
See Initiative 
Self Sacrifice 
See Team Play, and Amuse- 
ments for Convalescent Chil- 
dren 
Charades, 216 
Chariot Race, 13 
Charley Over the Water, 14 
Chase Ball, 123 
Chase the Animals Round the Circle, 


98 
Chicken Game, 123 
Chicken Markets, 99 
Chinese Fan, 42 
Chinese Get-up, 254 
Chinese Wall, 114 
Chivy, 163 
Circle Ball, 38 
Circle Stride Ball, 14 
Circle Tag, 124 
Clap In, Clap Out, 100 
Clumps, 217 
Coat Relay, 168 
Cobweb Party, 217 
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Cockfight, 255 

Colors, 100 

Come Along, 16 

Come, See Come, 218 
Come With Me, 16 
Cops and Robbers, 177 
Corner Ball, 125 == 
Counting Out Rimes, 105, 282 
Country Base, The, 163 
Crab Race, 228 
Crackabout, 122 
Cracker Race, 218 
Crambo, 219 

Croquet Golf, 231 
Cross Tag, 35 

Crossing the Brook, 15 
Crows and Cranes, 121 
Curtain Ball, 127 
Cushion Dance, 128 
Cut the Pie, 138 


f 


D 

Day and Night, 120 

Deer Stalking, 255 

Den, 129 

Dibs, 229 

Did You Ever See a Lassie? 43 


Dodge Ball, 130 

Dodge the Bean Bag, 130 
Dog and the Hare, 21 

Dog Collar, 255 

Donkey Party, 219 

Draw a Bucket of Water, 45 
Drinking Race, 228, 229 
Drop the Handkerchief, 16 
Duck on a Rock, 133 

Duke of York, The, 46, 225 
Dumb Crambo, 219 


E 
Earth, Air, Fire and Water, 209 
Eenie, Weenie, Coxie, Wamie, 35 
Egg Polo, 221 
Eggs in the Bush, 220 
End Ball, 135 


F 


Faba Gaba, 92 
Fagots, The, 199, 220 
Farmer in the Dell, 46 
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Farmer is Coming, The, 20 
Farmers and the Crows, The, 136 


Oats and Beans and Barley, 75 
On the Bridge at Avignon, 76 


Fast and Faster, 255 Germany 

Fast Runners, 26, 41 Blind Cow, 8 
Feather Game, 221 Fliimsack, 205 
Fetch and Carry, 168 Iron Tag, 33 
Fifty or Burst,.93 ‘Greece 


Fish Game, The, 141 
Flowers and the Wind, 18 
Fliimsack, 205 

Flying Ball, 38 
Follow Chase, 137 

Follow the Leader, 18 
Foot Race, 227 


Brazen Fly, The, 8 
Odd or Even, 260 
Pebble Chase, 154 
Torch Race, 164 
Tortoise Game, The, 21 


FOREIGN GAMES 


China 
Chicken Game, 123 
Chinese Fan, 42 
Chinese Get-up, 254 
Chinese Wall, 114 
Drop the Handkerchief, 16 
Wolf, 19 


Denmark 
Bro-Bro-Breda, 65 
Dog and the Hare, The, 21 
Fish Game, The, 141 
Moving Day, 29 
England 
Barley Break, 113 
Blackthorn, 160 
Buff, 24 
Call Ball, 11 
Country Base, The, 163 
Green Gravel, 48 
Here We Go Round the Mul- 
- berry Bush, 50 
Hoodman Blind, 8 
Tron Tag, 33 
London Bridge Js Falling Down, 
63 


Muffin Man, The, 70 

Nuts in May, 73 

Oranges and Lemons, 65 

Round and Round the Village, 
82 


Stool Ball, 194 

Thimble in Sight, 224 

Tip Cat, 155 

Tommy Tiddler’s Ground, 160 
When I Was a Young Girl, 43 


France 
French Blind Man’s Buff, 7 
Green Gravel, 48 


taly 
Follow Chase, 137 
Tron Tag, 33 
Morra, 260 
Muinda, 8 


Japan : 
Drop the Handkerchief, 16 
Grass Game, 257 
Japanese Crab Race, 170 
Japanese Tag, 34 
Wolf, 19 
Rome 
Hiding in Sight, 224 
Odd or Even, 260 
Scotland 
Charley Over the Water, 14 
Spain 
Blind Hen, 8 
Moon and Morning Stars, 69 
Sweden 
I See You, 52 


FORFEITS 


Apple Snapping, 254 
Arm’s Length Tag, 254 
Bag and Stick, 90 
Blowing Out the Candle, 96 
Bun Race, 96 

Chinese Get-up, 257 
Cockfight, 255 
Cracker Race, 218 
Deer Stalking, 255 
Dog Collar, 255 
Fagots, 220 

Fast and Faster, 255 
Ghost Game, The, 222 
Hand and Foot, 257 
Indian Wrestle, 260 
Indoor Field Day, 227 
Newspaper Run, 262 
Nut Race, 262 
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era Glass Race, 266 
Rainy-Day Race, 263 
Tennis Ball Throw, 264 
Walking the Cedar Swamp, 251 
Walking Spanish, 250 
Miscellaneous Forfeits, 221 

Four Corners, 29 

Fox and Chickens, 19 

Fox and Geese, 138, 256 
Fox and Squirrel, 98 

Fox Trail, 138 

French and English, 139 
French Blind Man’s Buff, 7 
Frog in the Sea, 20 

Fruit Basket, 29 


G 


Games for Two, 254 
Garden Scamp, 78 
Ghost Game, The, 222 
Giant’s Cave, 22 
Gingerbread Race, 229 
Girls’ Basket Ball, 117 


GIRLS’ GAMES 
A-Hunting We Will Go, 40 
Arch Ball, 167 
Balloon Ball, 90 
Barrel-Hoop Relay, 167 
Behind the Church Door, 95 
Bird, Beast, or Fish, 209 
Bird Catcher, 3 
Birds Fly, 210 
Black and White, 120 
Blind Man’s Buff, 5 
Blizzard, 211 
Buff, 211 
Call Baill, 9 
Calling Animals, 9 
Candle Race, 215 
Card Throw, 216 
Cat and Mice, 12 
Cat and Rat, 12 
Catch the Squirrel, 41 
Center Base, 122 
Charades, 216 
Chase the Animals Round the 

Circle, 98 
Chicken Game, 123 
Chicken Markets, 99 
Chinese Fan, 42 
Clap In, Clap Out, 100 
Cobweb Party, 217 
Colors, 100 
Crambo, 219 
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Crossing the Brook, 15 
Den, 129 


2 
2 

Did You Ever See a Lassie? 43 
Donkey Party, 219 
Draw a Bucket of Water, 45 
Drop the Handkerchief, 16 
Faba Gaba, 92 
Farmer in the Dell, 46 
Farmers and the Crows, The, 136 
Flowers and the Wind, 18 © 
Follow Chase, 137 
Fox and Squirrel, 98 
Giant’s Cave, 22 ; 
Going Over the Mountain, 48 
Going to Jerusalem, 140 
Green Gravel, 48 
Gypsy, 23 
Here We Go Round the Mulberry 

Bush, 50 
Hiding in Sight, 223 
Hoop Game, 168 
How Many Miles to Babylon? 114 
I Love My Love, 227 
I Saw, 104 
I Say, Stoop! 109 
I See You, 52 
TI Sent a Letter to My Love, 53 
I Spyy 145 
Jacob and Rachel, 24 
Jenny,Jones, 56 
Jolly is the Miller, 59 
Kneel on the Carpet, 61 
Letting Out the Doves, 27 
Little Ball, Go East or West, 62 
London Bridge is Falling Down, 63 
Looby Loo, 66 
Magic Music, 106 
Marching Round the Valley, 68 
Moon and Morning Stars, 69 
Muffin Man, The, 70 
Needle’s Eye, The, 72 
Nuts in May, 73 
Oats and Beans and Barley, 75 
On the Bridge at Avignon, 76 
Pack Up Your Troubles, 239 
Peanut Pitch, 239 
Peeping at Susie, 77 
Poor Pussy, 241 
Pop Goes the Weasel, 79 
Puss in the Corner, 28 
Potato Race, 161 
Rabbit in a Hollow Tree, 30 
Rig-a-Jig-Jig, 81 
Ring Rope, 108 
Round and Round the Village, 82 
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Rovers, The, 83 

Sally Go Round the ae 85 
Sally Waters, 85 

Shadows, wae 

Simon Says, 10 

Skipping Rope, 187 

Soap Bubble Polo, 245 

Spin the Platter, 110 

Squirrel and Nuts, 32 

Se oe 247 


Ste 

Stool Ball, 194 

Storks, 195 

Tag Games, 33 

Teacher and Class, 36 

Up, Jenkins! 250 

Washline Race, 38 

Water Sprite, 205 

Who Am I? 251 

Wink, 207 

Witch in the Jar, 206 
Go-Bang, 257 
Going Over the Mountain, 48 
Going to Jeraeoe oa 
Good-Morning Gam 
Grand Old Duke of Sok, The, 46 
Grass Game, 257 
Green Gravel, 48 
Green Wolf, 146 
Guess Who, 22, 223 


GUESSING GAMES 


Anagrams, 208 

Auction, 89 

Blanket’ Guess, 95 

Blind Man’s Buff, 5 
Button, Button, 96 
Charades, 216 

Clap In, Clap Out, 100 
Clumps, 217 

Colors, 100 

Come, See, Come, 218 
Crambo, 219 

Dumb Crambe, 219 
Eggs in the Bush, 220 
Good-Morning Game, 7 
Guess Who, 22, 223 
Have You Seen My Sheep? 17 
High or Low? 260 

How Many Fingers? 260 
How, When, and Where, 224 
Hul Gul, 259 

I Saw, 104 

I See, 104 

Jacob and Rachel, 24 


ic Music, 106 
Oa or Even? 260 
Pebble Chase, 154 
Sieeer al = 103 
pper Slap, 
Smuggle the Geg, 191 
Thimble Ring, 225 
Trades, 249 
Treasure Hunt, 249 
Up, Jenkins! 250 
White a pase Swapping, 251 
Who Am I? 251 
Who Has Gone from the Ring, 111 
Yes or No, 253 
Gypsy, 23 


H 

Haley-Over, 142 

Half Bushel, 138 

Ham, Ham, Chicken, Ham, Bacon, 
158 

Hammer Throw, 227 

Hand and Foot, 257 

Handkerchief Throw, 228 

Hang Tag, 34 

Hat Ball, 11 

Have You Seen My Sheep? 17 

Heel-and-Toe Race, 

Hen and Chickens, 19 

Here We Go Round the Mulberry 
Bush, 50 

Hide and Coop, 146 

Hide and Seek, 146 


HIDE AND. SEEK GAMES 


Big Black Bear, 146 
Blind Man’s Buff, 5 
Green Wolf, 146 
Gypsy, 
Hide and Coop, 146 
Hide and Seek, 146 
I See You, 52 
I Spy, 145 
Relievo, 176 
Run, Sheep, Run, 179 
Sardines, 181 
Smuggle the Geg, 191 
Wolf, 207 
Yards Off, 146 
Hiding in Sight, 223 
Hide the Ring, 255 
High or Low? 260 
High Window, 17 
Hill Dill, 159 
Hindu Tag, 35 


7 
] 
4 


r 


Hinkumbooby, 66 
Hiss and Clap, 100) 
Hold Fast! Let Go! 224 


- Honey Pots, 100 
Hoodman Bli 


lind, 8 


Hot Ball, 102 

Hot Potato, 102 

Hound and Rabbit, 30 

How Many Fingers? 260 

How Many Miles to Babylon? 114 
How, When, and Where, 224 
Huckle, Buckle, Beanstalk, 223 
Hul Gul, 259 

Human Croquet, 143 
Hunkety, 146 

Hunt the Ring, 225 

Hunt the Slipper, 103 

Hunt the Thimble, 225 
Hunter, 24 

Hunting, 40 


HUNTING AND CHASING GAMES 
A-Hunting We Will Go, 40 
Animal Chase, 

Ankle Race, 2 
Automobile Tag, 35 
Back-to-Back Tag, 34 
Ball Tag, 2 

Barley Break, 113 
Baste the Bear, 117 
Big Black Bear, 146 
Bird Catcher, 3 

Black and White, 120 
Blackthorn, 160 
Black Tom, 157 
Bodyguard, 121 
Broncho Tag, 201 
Broom Race, 9 

Cat and Mice, 12 
Cat and Rat, 12 
Catch the Squirrel, 41 
Center Base, 122 
Chain Tag, 160 
Chariot Race, 13 
Charley Over the Water, 14 
Chinese Wall, 114 
Circle Tag, 124 

Cross Tag, 35 

Den, 129 

Dog and the Hare, 21 
Drop the Handkerchief, 16 


21 


INDEX 
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Duck on a Rock, 133 
Eenie, Weenie, Coxie, Wamie, 35 
Fast Runners, 26, 41 
Follow Chase, 137 

Fox and Geese, 138, 256 
French and English, 139 
Frog in the Sea, 20 _ 
Garden Scamp, 78 
Giant’s Cave, 22 

Green Wolf, 146 

Gypsy, 23 

Hang Tag, 34 

Have You Seen My Sheep? 17 
Heel-and-Toe Race, 24 
Hide and Seek, 146 

High Window, 17 

Hill Dill, 159 

Hindu Tag, 35 

I Sent a Letter to My Love, 53 
I Spy, 145 

Tron Tag, 33 

Ttiskit, Itasket, 54 
Japanese Tag, 34 

Lame Goose, 25, 161 

Last Couple Out, 26 

Last Man, 148 

Letting Out the Doves, 27 
Little Dog, The, 16 

Maze Tag,.149 

Midnight, 150 

Moon ahd Morning Stars, 69 
Nose and Toe Tag, 34 

One Old Cat, 153 

Partner Tag, 201 

Pebble Chase, 154 

Peeping at Susie, 77 

Pom Pom Pullaway, 156 
Posture Tag, 35 

Prisoner’s Base, 162 

Puss in the Circle, 21 
Rabbit in a Hollow Tree, 30 
Red Lion, 159 

Red Rover, 158 

Relievo, 176 

Reverse Tag, 34 : 
Robbers and Soldiers, 177 
Run, Sheep, Run, 179 
Shadow T ag, 33 

Skipaway, 16 

Smuggle the Geg, 191 
Snatch a Club, 142 
Stealing Sticks, 193 

Stone, 22 

Stone Tag, 33 

Tag the Third, 200 
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Third Man, 201 
Three Deep 200 


Tommy Tiddler’s Ground, 160 


Touch Off, 197 
Travelling Apes, 197 
Water Sprite, 205 
Whip Tag, 205 
Witch in the Jar, 206 
Wolf,.19 

Wood Tag, 33 


See also other Tag Games, p. 33, 


and Relay Races, p. 163 
Huntsman, 24 
Hurdle Race, 228 
Hurly Burly Bean Bag, 94 


I 


IT Spy, 145 

Tn-and-Out Relay, 169 
Indian Baseball, 144 
Indian File Relay, 169 
Indian Wrestle, 260 
Indoor Baseball, 143 
Indoor Field Day, 227 
Intry Mintry, 105 
Tron Tag, 33 

Ttiskit, Itasket, 54 


J 
Jack in the Box, 105 
Jack of All Trades, 249 
Jack Rabbit Relay, 169 
Jackstones, 229 
Jackstraws, 261 
Jacob and Rachel, 24 
Japanese Crab Race, 170 
Japanese Tag, 34 
Jennia Jones, 56 
John Brown’s Baby, 58 
Jolly is the Miller, 59 
Jolly Miller, The, 59 
Jump the Shot, 147 
Jumping Circle, 147 


JUMPING AND CLIMBING 
GAMES 
Crossing the Brook, 15 
End Ball, 135 
Flying Ball, 38 


INDEX 


Follow the Leader, 18 
Hang Tag, 34 

Hop Scotch, 258 
Jumping Circle, 147 
Jumping Rope, 187 
Jump the Shot, 147 


Jumping Rope, 187 


K 


Kentucky Fox and Geese, 159 
Ki Yi Yi, 66 

King of France, The, 60 

King of the Ring, 179 

King’s Land, 160 

Kneel on the Carpet, 61 
Knots of May, 73 
Knucklebones, 229 


L 


Lame Goose, 25, 161 

Lame Wolf, 161 

Lame Tag, 149 

Last Couple Out, 26 

Last Man, 148 

Last Pair Out, or Past, 26, 41 


LAUGHING GAMES 


Ankle Race, 2 

Apple Race, 112 

Apple Snapping, 254 

Bag and Stick, 

Birds Fly, 210 

Blowing Out the Candle, 96 
uff, 211 

Bun Race, 96 

Buzz, 212 

Chicken Markets, 99 

Chinese Fan, 42 

Chinese Get-up, 254 

Clap In, Clap Out, 100 

Cockfight, 255 

Cracker Race, 218 

Ditto, 101 

Donkey Party, 219 

Ghost Game, 222 

Gingerbread Race, 229 

Indian Wrestle, 260 

Indoor Field Game, 227 

Jacob and Rachel, 24 

John Brown’s Baby, 58 

Ki Yi Yi, 66 

Newspaper Run, 262 


INDEX 


eon 
7 é 
Poor Pussy, 241 
~ Rainy-Day Race, 263 
Sack Race, 228 
Shake Hands Blindfolded, 244 
Siamese Twin Race, 186 
Storks, 195 
Three-legged Race, 196 
Walking Spanish, 250 
Wink, 252 
- Leap Frog, 148 
Leap Frog Race, 170 
Leaves Are Green, 87 
Leopard, 22 
Letting Out the Doves, 27 
Little Ball, Go East or West, 62 
Little Dog, The, 16 
Little Sally Waters, 85 
Logomachy, 230 
London Bridge is Falling Down, 63 
Long Ball, 144 
Long Distance Mouth, 227 
Looby Loo, 66 
Lost Child, The, 111 
Lubin Loo, 66 
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Magié Carpet, 141 

Magic Music, 106 

Mallet Golf, 231 

Mandarins, 42 

Marble Polo, 221 

Marbles, 231 

Marching Round the Valley, 68 

Master of the Ring, 179 

Maze Tag, 149 

Midnight, 150 

Minister’s Cat, The, 227 

Moon and Morning Stars, 69 

Morra, 260 

Moving Day, 29 

Mud Puddle, 141 

Muffin Man, The, 70 

Muinda, 8 

Mulberry Bush, Here We Go Round 
the, 50 

Mumblety Peg, 263 

My Grandfather’s Trunk, 238 

My Lady’s Toilet, 110 


N 


Naughts and Crosses, 261 
Needle’s Eye, The, 72 
Newcomb, 511 
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acs Run, 262. 
Nigger Babies, 11 

No, Sir, Not I, Sir, 241 
Nose and Toe Tag, 34 
Number Relay, 171 
Numbers Change, 29 
Nut Race, 262 ~ 
Nuts in May, 73 


O 


Oats and Beans and Barley, 75 
Observation, 238 

Obstacle Race, 19 

Odd Man’s Cap, 152 

Odd or Even? 260 

Old Woman from the Woods, 249 
On the Bridge at Avignon, 76 
One Old Cat, 153 
Opera Glass Race, 262 
Oranges and Lemons, 65 

Over and Under Relay, 172 


12 


Pack Up Your Troubles, 239 
Paddy from Home, 226 
Partner Ball, 123 

Partner Tag, 201 

Party Programs, 298 

Pass the Bali in a Circle, 38 
Passing the Bean Bag, 107 
Peanut Hunt, 107 

Peanut Pass, 240 

Peanut Pitch, 239 

Peanut Race, 228 

Peanut Relay Race, 164 
Pebble Chase, 154 

Peeping at Susie, 77 

Peggy, 155 


PENCIL AND PAPER GAMES 


Anagrams, 208 
Naughts and Crosses, 261 
Observation, 238 
Tip Tap Toe, 248 
Traveler’s Whist, 265 
Words, 253 
Pie-Plate Race, 155 
Pillow Case Race, 228 
Pin Race, 229 
Pitch Cap, 11 
Playground Ball, 143 
Plump Sack, 205 
Poison, 128 
Poison Snake, 128 
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Poisoned Bean Bag, 102 
Pom Pom Pullaway, 156 
Poor Pussy, 241 

Pop Goes the Weasel, 79 ~ 
Popularity, 239 

Posture Tag, 35 

Pot the Bean, 263 

Potato Race, 161 
Potato-and-Spoon Race, 162 
Prince of Paris, 241 
Prisoner’s Base, 162 
Promotion Ball, 36 

Pull Stick, 130 


PULLING AND PUSHING GAMES 


Bear in the Pit, 119 

Bull in the Ring, 119 

Catch and Pull Tug of War, 129 
Cushion Dance, 128 

Ditch Pull, 129 

Draw a Bucket of Water, 45 
King of the Ring, 179 


London Bridge is Falling Down, 63 


Nuts in May, 73 
Pull Stick, 130 
Robbers and Soldiers, 177 
Romans, The, 83 
Rooster Fight, 179 
Spiders, 193 
Tug of War, 198 
Puss in the Circle, 21 
Puss in the Corner, 28 
Pussy Wants a Corner, 28 
Put Your Right Hand In, 66 


Quick Ball, 9 
Quoits, 242 


R 


Rabbit in the Hollow, 29 
Rabbit in a Hollow Tree, 30 
Raiding the Castle, 193 
Rainy-Day Race, 263 
Rapid Pass, 242 

Red Light, 2 

Red Lion, 159 

Red Rover, 158 

Relay Races, 163 
Relievo, 176 

Reverse Tag, 34 

Rider Ball, 176 
Rig-a-Jig-Jig, 81 
Ring-a-lievo, 176 


Ring a Ring 0’ Roses, 88 
Ring Around a Rosy, 87 
Ring Master, 108 ~ 

Ring Rope, 108 

Ring Taw, 231 

Ring Toss, 243 

Roadside Whist, 265 

Rob and Run, 191 
Robbers and Soldiers, 177 
Roly Poly, 178 
Romans, The, 

Rooster Fight, 179, 255 
eres bee Rimes, 188 
Round and Round the Village, 82 
Round Ball, 154 . 
Rounders, 154 

Rovers, The, 83 

Run, Sheep, Run, 179 
Running Dodge, 180 
Ruth and Jacob, 24 


s 


Sack Race, 228 

Safety Spot, 141 

Sally Go Round the Moon, 85 
Sally Waters, 85 

Sardines, 181 

Schoolyard Soccer, 182 
Scrub, 185 

Shadow Portraits, 281 
Shadow Tag, 33 

Shadows, 243 

Shake Hands Blindfolded, 244 
Sheep and Wolf, 12 
Sheepfold, 12 

Sheepyard, 179 

Shepherdess and the Wolf, 20 
Shinney, 185 

Shot Put, 227 

Shouting Proverbs, 214 
Shuttle Relay, 172 

Siamese Twin Race, 186 

Side Kick, 186 

Simon Says, 108 


SINGING AND DANCING GAMES 


Singing Games, 40-88 
Charley Over the Water, 14 
Cushion Dance, 128 

Guess, 6 

Magic Carpet, 141 
Rope-Skipping Rimes, 188 
Thimble Ring, 226 

Wee Bologna Man, 109 


3 
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INDEX 


Sitting Down Jerusalem, 141 
Sixteen Pound Shot, 228 
Skin-the-Snake Relay, 173 


Slicing Flour, 245 
Sling Shot, 147 

Slipper Slap, 103 
Smuggle the Geg, 191 
Snake in the Grass, 147 
Snatch, 191 

Snatch a Club, 142 

be Seg Polo, 245 
So High Water, 225 
Soccer, Schoolyard, 182 
Soldier Boy, 86 


Spiders, 193 
Spin the Platter, 110 
Spooning, 6 


£; 
Squirrel and Nuts, 32 
Squirrels in a Tree, 30 
Stage Coach, 247 
Stand Dodge Ball, 130 
Statues, 1 
Stealing Sticks, 193 
Step, 1 
Stick Knife, 263 
Still Pond, 6 
Stone, 22 
Stone Tag, 33 
Stool Ball, 194 
Stoop Tag, 34 
Storks, 195 


STORY AND DRAMATIC GAMES 


A-Hunting We Will Go, 40 
Barley Break, 113 

Baste the Bear, 117 

Big Black Bear, 146 

Bird Catcher, 3 
Bodyguard, 121 

Buff, 211 

Bull in the Ring, 119 

Cat and Rat, 12 

Catch the Squirrel, 41 
Charades, 216 

Colors, 100 

Crambo, 219 ; 
Did You Ever See a Lassie? 43 
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Flowers and the Wind, 18 
Fox and Geese, 138 
French and English, 139 
Giant’s Cave, 22 
Going Over the Mountain, 48 
Green Gravel, 48 
Gypsy, 23 
Here We Go Round the Mulberry 
Bush, 50 

How Many Miles to Babylon? 114 
Jenny Jones, 56 
Jolly is the Miller, 59 
King of France, The, 61 
Kneel on the Carpet, 61 
Lame Wolf, 161 
Letting Out the Doves, 27 
London Bridge is Falling Down, 63 
Marching Round the Valley, 68 
Midnight, 150 
Moon and Morning Stars, 69 
Needle’s Eye, 72 
Nuts in May, 73 
Oats and Beans and Barley, 75 
Peeping at Susie, 77 
Pop Goes the Weasel, 79 
Rabbitsin the Hollow, 29 
Red Lion, 159 
Red Rover, 158 
Rig-a-Jig-Jig, 81 
Robbers and Soldiers, 177 
Round and Round the Village, 82 
Rovers, The, 83 
Sally Waters, 85 
Soldier Boy, 86 
Squirrel and Nuts, 32 
Water Sprite, 205 
Witch in the Jar, 206 
Wolf, 207 

Straddle Ball, 174 

Streets and Alleys, 150 

Stride Ball, 174 

Swat Tag, 205 


T 


TABLE GAMES 


Anagrams, 208 
Auction, 89 

Button Tiddley, 97 
Fox and Geese, 256 
Go-Bang, 257 

Hul Gul, 259 
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Jackstones, 229 
Jackstraws, 261 
Logomachy, 230 
Naughts and Crosses, 261 
Pot the Bean, 263 
Slicing Flour, 245 
Tiddley-W ink Golf, 248 
Tit-Tat-To, 248 
Up, Jenkins! 250 
Words, 253 

Tag Games, 33, 36 

Tag the Third, 200 

Tag-the-Wall Relay, 174 

Taking a Walk Into Dublin, 262 

Teacher and Class, 36 

Teapot, 247 

Teasing the Cat, 20 

Ten Pins, 248 

Tennis Ball Throw, 264 

Thimble in Sight, 224 

Thimble Ring, 225 

Third Tag and Run, 196 

Third Man, 201 

Third Slap, 196 

Thirty Inch Dash, 228 

Three Deep, 200 

Three-legged Race, 196 

Tiddley- Wink Golf, 248 

Tip Cat, 155 

Tip, Tap, Toe, 248 

Tit-Tat-To, 248 

Tommy Tiddler’s Ground, 160 

Torch Race, 164 

Tortoise Game, 21 

Touch Off, 197 

Tower Ball, 194 

Trades, 249 


TRAIN AND TRAVEL GAMES 


Advertisement, 209 
Anagrams, 208 

Behind the Church Door, 95 
Bird, Beast, or Fish, 209 
Birds Fly, 210 

Buzz, 212 

Calling Animals, 9 

Come, See, Come, 218 
Crambo, 219 

Eggs in the Bush, 220 
Fast and Faster, 255 
Fox and Geese, 256 
Go-Bang, 257 

Grass Game, 257 

How Many Fingers? 260 
Hul Gul, 259 


I Love My Love, 227 
I See, 104 : 
Intry Mintry, 105 
Jackstones, 229 
Jackstraws, 261 
Japanese Crab Game, 170 
Logomachy 
Minister’s Cat, The, 227 
Morra, 260 
My Grandfather’s Trunk, 238 
Naughts and Crosses, 261 
Odd or Even? 260 
Pot the Bean, 263 
Simon Says, 108 
Traveler’s Whist, 265 
Traveler’s Whist, 265 
Travelling Apes, 197 
Travelling Ball, 38 
Treasure Hunt, 249 
Trussed Fowls, 255 
Tug of War, 198, 228 
Twelve o’Clock at Night, 150 
Twenty Questions, 253 
Twenty Steps, 7 
Twisted Kerchief, The, 205 
Two Deep, 199 
Two Old Cat, 154 


U 
Up, Jenkins! 250 


Vv 
Volley Ball, 202 


WwW 


Walking the Cedar Swamp, 251 
Walking Relay, 174 

Walking Spanish, 250 
Washline Race, 38 

Water Sprite, 205 

Wee Bologna Man, 109 
Wheelbarrow Relay, 175 
When I Was a Young Girl, 43 
Whip Tag, 205 

White Elephant Swapping, 251 
Who Am I? 251 


Who Has Gone from the Ring? 119 


Who Is Knocking at My Door? 7 
Who Stoops Last, 87 


Who’s Afraid of the Bogey-man (or 


Tiger)? 158 
Widower, 27, 41 
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